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The Avalon Hill Philosophy - Part 7 



COVER STORY: 

"We Rule Men with 

Words"— Napoleon 



When' a the last time you really hurt 
a guy -- with words? When's the last 
time you experienced the thrill of deva- 
stating your wargame opponent with a 
well-spoken satiracle phrase ? When's 
the last time you stuck a literary knife 
into an "enemy" reducing him to tears? 
Last month? Last year? Never? 

If you've never (or hardly ever) ex- 
perienced these cerebral ecstacies, 
WORD POWER is the game for you. 
WORD POWER is no ordinary word 
game that might depend upon player's 
prior knowledge or luck of the draw. 
No indeed. WORD POWER is a vocabu- 
lary building game; the only word game 
on the market that gives everyone an 
equal chance to win regardless of their 
knowledge of words. Equally important 
is the game's built-in subtletie of de- 
sign which teaches you new words and 
meanings without you even realizing it. 
We call it subliminal education. You'll 
call it a great way to acquire new status 
in life. The play of WORD POWER 
centers on the use of synonyms and 
antonyms as you progress from Writer 
Lo Journalist to Novelist on your way to 
monetary riches. It's a perfect balance 
of skill, luckand poker bluffing strategy. 
The accompanying 34-page guide con- 
tains word-definitions; chapters on 
origins, histories, and the romance of 
words in love and war for starters. 
Wouldn't it be worth $7.98 to you if - 
one time - yon can ignominiosly defeat 
a smug fellow in a battle of words? 



"How would I go about forming an 
Avalun Hill Club? , " is an oft repeated 
lament. On the surface it seems like 
an easy question to answer. Simply 
gather a few friends about you, appoint 
yourself President, then go out and 
buy some Avalon Hill games. (We 
particularly stress the latter. ) 

Our mistake has been to dismiss the 
inquiry with an answer not much more 
erudite than that. Not until such in- 
quiries began to increase did we rea- 
lize the cardinal sin we were commit- 
ting in not following through with such 
requests. 

We have finally begun to- understand 
that "belonging' 1 is very important to 
many people. In addition, we saw that 
the "club" concept had engendered many 
a new-found friendship, developing a 
commerader Le of adult game enthusiasm 
neverbefore witnessed in this country. 

Yes - we finally woke up. 

That's why Avalon Hill has, at last, 
gotten around to the job of registering 
as many Avalon Hill wargame groups 
as wish to be made "official". 

"Big deal", you exclaim. . , "what's 
that mean to us ? , " you ask. 

Simply this. Registration in itself 
will eliminate much of the fake organ- 
izational bit and general child's play 
that heretofore has hindered the war- 
gaming growth and development for the 
truly serious wargame buff. Registra- 
tion also provides Avalon Hill with 
sources to which we can recommend 
new devotees of the sport. Ultimately, 
we hope to bring all wargamere to 
working in closer harmony through our 
efforts to promote existing clubs. Ac- 
tually, this latter is not so much our 
idea. Credit for putting the bug in our 
ear goes, in the main, to William Speer, 
hard-working ex-President of the Inter- 
national Federation of Wargamers (fea- 
ture story of Vol. 4, No. 3). Speer 
and company saw the merits of a co- 
ordinating committee for the preserva- 
tion of wargaming, and have already 
held an "annual" wargames convention 
with plane underway for producing 
several more in the upcoming year. 

We were still reluctant to get in- 
volved - especially as umpire and ar- 



WORD POWER has been out on the 
game shelves since November. You'll 
find it on any of your better game, book 
and stationary counters. If not, just 
send $7.98 directly to Avalon Hill. Or, 
if still dubious, send a stamped self- 
addressed envelope and we'll send you 
TREE our colorful hard-sell sheet. 
(Just don't ask us to send you the teen- 
age model that adorns this sheet. ) 



biter for intra-club squabbles. This 
reluctance was overcome by our think- 
ing that the credits were too many to 
allow wargaming to continue toflounder 
in the sea of individualism. 

In short - we're all for the "clubs. " 
May they flourish, squabble, fight and 
even have their rebellions - if done 
good naturedly - because growth feeds 
off of controversy and divergence of 
opinions. 

Let's here it for the "clubs." 

Friendly Totalitarianism 

We have been somewhat disappointed, 
at this writing, in the lack of clubs 
registering with us. Perhaps regis- 
tration will pick-up once others rea- 
lize that we are willing to put forth 
some of our own time and effort in its 
promotion. 

Claiming to be the largest of all the 
clubs with 120 members is Aggressor 
Homeland, "We are organized accord- 
ing to U. S. Array field manuals. . , sin- 
cerely interested in improving and 
uniting wargaming," states VictorGer- 
vol, Jr., President of Aggressor Home- 
land. Testimonial of this was their 
presence and avid support at the 1st 
annual wargame convention which was 
held last July in Malvern, Pennsylvania. 
At the moment, however, certain 
factions within Aggressor Homeland 
are rebelling. But here, again, such 
differences of opinion more often than 
not serve to better the ideals of war- 
gaming per see. For instance, in Ger- 
vol's own words, "It. seems as though 
certain clubs and individuals are losing 
site of the purpose of wargaming; that 
is, to have fun. What we say in our 
ads and correspondence as a 'natiuu' is 
not intended to be taken as any reflec- 
tion on the personal beliefs of the mem- 
bers of the club. As a wargaming 'na- 
tion' we play the role of a totalitarian 
to the best of our ability to make war- 
gaming more colorful and entertaining. " 
Well put, Victor. You'll make some 
company a great publicity director. 

Probably the smalles t club is Richard 
.Locke's group of but five members who, 
he admits, "is best described as a 
buddy- buddy group with no officers, no 
secretary, no organization, but grow- 
ing. .. " Locke's interest in "club-ing" 
it thus differs greatly from Gervol's. 

Locke regularly, like about once a 
week, furnishes us with names of re- 
tailers handling AH games plus names 
and addresses of consumers in the 
Evanston, Illinois area interested in 
wargaming. Only an idiot of a sales 
manager "would discourage fanatacism 
of this degree. If zeal be any criterian, 
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Locke's group may quickly rise to the 
status of the Red Lion's, easily the 
fastest growing wargame club today. 
On August I, 1^66, Red Lions was 
founded by Bill Stone and Steve Marin 
as a club dedicated to defeating the 
Aggressor menace... and elevating 
war gaming to a place beside Chess. 
Actually we can thank Aggressor Home- 
land, again, for Red Lions* existence 
if we are to believe Gervol seriously 
when he stated, "Someone had to be the 
'bad guys' and I'm sure Aggressor has 
done more to promote wargaming by 
, . . carefully worded ads designed to 
appeal to the readers' emotions, an- 
tagonising as well as gaining support 
for wargames. " 

Perhaps Gervol takes too much credit 
for the development of wargame clubs. 
Nevertheless, sometimes the end justi- 
fies the means and to this extent, we 
find it difficult to reproof Aggressor's 
philosophy. Like we mean, Cassius 
Clay isn't exactly the paragon of boxing 
but look how he woke up the fight game. 

You can't fault success. And today, 
Aggressor is among the leading con- 
tributor to articles in this magasine. 
"Aggressor has been able to stir upop- 
ponents in almost every state of the 
Union. Aggressor have worked on 
game research and development and 
under the dynamic leade rship of Richard 
Gutenkunst have come to produce an 
I wo Jima game, an expanded set of 
Bulge troop counters Stalingrad air 
counters and German concentration ar- 
moured units, Afrika Korps units to 
begin play in 1940 with, Blitakrieg 
minor country armies and air force 
counters, to mention a few," adds 
Gervol who states that more goodies 
from the drawing board are in the off- 
ing including an improved version of 
D-Day as well as an historical essay 
on the history of nations in Blitzkrieg 
not to mention a three-player version. 

So while Aggressor Homeland is 
hard at work in diversification, Red 
Lions continues their growth ascend- 
ency. "With a membership over 60, 
and with more services and benefits 
than ever before, we stand ready to 
oppose Aggressor m combat," asserts 
Defense Minister Stone. 

Actually, Red Lions has even out- 
grown its name and recent re-organiza- 
tion finds the club with the new name of 
Boldlands . "The future depends on the 
decisions of Aggressor," continues 
Stone, "If they want to fight, Boldland 
will defeat them. If they wish to join 
us as partners in making wargaming a 
friendly hobby as popular as Chess, 
then we will work together toward that 
end. " 

Then there is the Spartan Wargamers , 
currently under indictment by Aggressor 
for, "attempting to monopolize wargam- 
ing through very unscrupulous methods 



including bribery," "Not so," claims 
our informant among their ranks. 
"Honesty. . ■ " is our credo. (We'll get 
the real low-down after sending thein 
some free games. ) 

Waxing quiet on the western front is 
the Pacific Northwest War Games As- 
sociation which has undertaken the pub- 
lication of an Opponents Guide . In this 
job-well-done, principals Douglas Bey- 
erlein and Paul Scroggie have listed 
capsule comments on players them- 
selves, including age, availability, even 
directions to their individual homes. 

The Military Tactics Society is pro- 
bably the oldest living club, having been 
formed originally for the purpose of 
generating interest in military history 
and holding wargames in miniature, 
President Tony Morale states that 
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"membership is now 50 strong, divided 
into three branches, the Napoleonic 
h ranch, the Naval branch, and the Ava- 
lon Hill branch. Its annual show, which 
will feature the Naval branch, will be 
held January 13, 1968 at the Nassau 
Community College Library in Garden 
City, Long Island, New York. " 

Perhaps the entire philosophy behind 
the purpose of the "clubs" is best stated 
by the membership benefit : "gaining 
experience, friendships with other 
members across the nation..." of 
Mike Nicholson's Massachusetts club, 
We Conquer AIL 

Whatever your purpose might be in 
belonging to a club, we support any and 
ali actions designed to make wargaming 
fun, "Don't knock it; just club it," 



Principles of War— Conclusion 



By Captain Mike Frankwicz 
Myron Brundage, Editor 

In this, the concluding article of our 
Principle of War series, we will cover 
the remaining Principles and then tie 
the entire series down by way of sum- 
mary. 

The Principle of the Offensive . This 
is as important a principle as any that 
we have devoted a full article to. What 
we have to say about it is not much, but 
it is important. Offensive action on the 
part of someone is the only means by 
which a decision is gained. Since the 
attacker seizes the initiative, he calls 
the shots and at least temporarily gains 
more freedom of action. However, 
despite the decisive advantages of the 
offensive, you can utilize this means 
only when you have forces available to 
provide a reasonable chance of success. 
The guide to "how many" forces are re- 
quired ie the Combat Results Table and 
the Rules. But to cut the hair even 
finer it also depends on how much or 
how little you are blessed with the dice. 

Frequently you must assume a de- 
fensive attitude someplace in order to 
assist offensive action elsewhere, to 
gain time, or to utilize the advantages 
of terrain to compensate for weakness. 
The defender, however, is relegated 
to the role of reacting and avoiding de- 
feat, 

The importance of the Offensive is 
just plain common sense. But we have 
seen the indiscriminate application of 
"attack! attack! attack!" by inexperi- 
enced players lead to their quick de- 
mise. So here are a few hints about 
the offensive in view of your opponent's 



knuwn or suspected abilities, where you 
have a choice about going into the at- 
tack or not. If you know he is hetter 
than you are, or you know very little 
about hie ability, he cautions and con- 
siders every aspect of your attack 
carefully. Especially consider what he 
can do to you if you fail. If you are 
sure you are the better player, attack 
whenever you can, even with same risk. 
If evenly matched, attack whenever you 
can, but be careful about taking risks. 

The Principle of Simplicity, This 
principle is necessary because wars 
tend to get complex and the majority of 
people involved in them are relatively 
simple folk. Most AH games involve 
One person per side. This person plays 
his side to the best of his ability and he 
will tend to be as simple or complex 
for himself as he feels like. The prin- 
ciple applies to team games however, 
not only to plans, but especially to com- 
munication thereof. One way to keep 
things simple is to do things uniformly, 
perhaps by having an SOP (Standing 
Operating Procedure), This way people 
can anticipate what to expect and com- 
munications and operations are simpler, 
easier. 

The Principle of Unity of Command , 
achieves unity of effort by coordination 
of all forces toward the common objec- 
tive. It is best achieved by having one 
commander over a distinct chain-of- 
command. Again in AH games involving 
only two people this should be no problem 
with each player representing his entire 
side. But as above in team games, this 
is an important principle. There must 
be one top commander, and he should 
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have a clearly defined chain of com- 
mand, His subordinates should know 
exactly what they are responsible for. 
He should let them have enough authority 
to discharge their responsibilities. 

The Principle of Cooperation (Co- 
ordination.). The United States Army 
pays a great deal of attention to this 
principle. The Teason is the size and 
complexity of our Army. One important 
feature of this principle for the AH war- 
gamer falls under what we used to call 
"tieing in your flanks". This meant 
making certain that your flanks were 
mutually covered with fire with your 
neighboring units. In AH circles this 
means you place your counters so as 
to be mutually supporting, and to leave 
no dangerous gaps. The actual protec- 
tion may come from your zones of con- 
trol, or perhaps the range of your air- 
power, artillery or special units. 

In AH games involving more than 
one player to a side, especially club or 
team efforts, it is a wise idea for the 
club to have an SOP as the Army does 
covering these responsibilities and who 
has them. (EX: 11. The responsibility 
for tieing in the flanks lies with the com- 
mander on the left. 12. The responsi- 
bility for securing friendly coast lines 
lies with the Reserve Command,, etc, ). 

One important factor pertaining to 
Cooperation is that instructions should 
be executed according to the "spirit 
and intent" of the commander issuing 
them. In other words the subordinate 
should do his best to find out what his 
commander actually wants and strive 
to do it that way. By way of summary 
for this entire series which we began 
with the May 1966 issue we trust you 
have noted how interdependent and in- 
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terrelated the Principles of War are 
upon and to each other. Our closing 
advice is this if you want to employ 
these principles to improve your game: 

1. Document your games. Make 
notes or sketch maps of them and go 
over your strong and weak points against 
the concepts we have covered in this 
series, as well as other sources. Watch 
your progress. 

2. Make yourself checklists from 
the articles in areas where you are 
weak, and play with these at your side. 

3. Go over the rules and your check- 
lists before you play. 

4. A good way to exercise yourself 
or "maneuver" if you will, is to play a 
game of solitaire against yourself. 
Check yourself out on the gameboard, 
with the forces, the rules, and the 
Principles as you go along. 

There is much more that could be 
said about the Principles of War. Our 
purpose in this series has been to put 
them in focus as briefly as possible for 

the AH wargamer. 

This concludes the excellent series written 
and edited by Captain Mike Frankwicz and 
Myron Brundage with help from Captain W. L. 
MacMurdy, the latter an U.S. Army intel- 
ligence Officer. Previous articles in this series 
appeared: Principles of Objective, Vol. 3, No. 
2 (July 66); Mass & Movement— Key Concepts, 
Vol. 3, No. 3; Mass & Movement— Offensive 
Maneuver, Vol. 3, No. 4; Economy of Force, 
Vol. 3, No. 5; Mass & Movement— Defense & 
Retrograde, Vol. 3, No. 6; Surprise, Vol. 4, 
No. 2 {none in Vol. 4, Nos. I & 3); Security, 
Vol. 4, No. 4; Conclusion, Vol. 4, No. 5. Com- 
ments should be directed to Myron Brundage, 
2437 W. Sunnyside, Chicago, Illinois. 



Afrika Korps & the Attrition Table 



By Brooke Duvall 

Tired of losing an entire army with 
a single role of the die? The use of the 
Blitzkrieg Tournament Game Attrition 
Table in Afrika Korps provides much 
more realism than the old Combat Re- 
sults Table. Losses incurred in a bat- 
tle are simply subtracted from a unit's 
combat factor. Records of a unit's 
present combat factor are written down 
on a separate sheet of paper. For ex- 
ample: It. /Ariete{4-5-6) attacks 9A/ 
ZQ{2-2-6) at 2- 1 odds. The German 
roles a six. Using the old table the en- 
tire Italian division is wiped out. How- 
ever using the Blitzkrieg tournament 
table the units combat factor would be 
reduced to 2-3-6 and it would retreat 



one space. If a defending unit is doubl- 
ed then attack factors lost are doubled. 
When a unit's defensive combat factor 
is reduced to zero it is removed from 
the board. Italian units whose attack 
factors are zero, but still have defensive 
factors can defend but not attack. Units 
defending in a fortress must be forced 
to retreat two spaces or more before 
they are completely eliminated. This 
system provides more realism, pre- 
vents wholesale elimination of attacking 
units, and gives defending units in a 
fortress a better chance of holding out. 
I have used this method several times 
and have found LhaL it does not disrupt 
the balance of play. Brooke Duvall, 300 
Gateswood Rd, , Timonium, Maryland. 




Think 
Small ••• 

By Barry K. Branch 

As commander of a large army, we 
often overlook the damage a single unit 
can do, if loose in the enemy rear. It's 
importance is usually in threat value, 
rather than in actual attack. Often, a 
single unit threat can achieve more 
than a mass frontal assault. 

In AK, where a solid front line is a 
rarity, Rommel can send a Recce far 
to the South and East. A walk into un- 
defended Tobruk is obvious victory. But 
far better, the threat toTobrukor BHE, 
or possibility of surrounded attack, can 
tie down many British units in positional 
defense. Or if the British send a Recce 
deep to Rommel's rear, as Mechili for 
example, Rommel must use valuable 
units to protect his supply. 

In D-Day, the German can send a 
small Panzer past Vichy, to threaten 
went Df the allied ports; the allied often 
use triple its strength to protect supply. 
Or the allies can paradrop to the Ger- 
man coast, opening a supply port, then 
move to control the North replacement 
stars. Hitler usually wastes several 
units for several turns, just to re- 
secure the area. A drop on Aachen is 
also vital. 

In other games, a penetration (for 
supply)is firstnecessary. In Stalingrad, 
if an opening is made in the far South, 
a single German unit facing East can 
cause a complete Russian retreat, or at 
least the waste of heavy Russian units 
to protect Moscow and Stalingrad, It is 
often worthwhile to battle Terrain rather 
than the enemy; a light Russian unit 
creeping West through the Pripet Marsh 
can divert several German units. 

In Bulge, a VG Regiment sneaking 
West through the woods near Monschau 
can threaten SPA or the Malmedy area. 
An allied piece going East in those 
woods, a threat to St. Vith, can pull 
sufficient German forces to stall heavy 
attacks along the Ourthe. 

The possibilities inBlitEareunlimit- 
ed. In short, don't let your massive 
forces blind you to what one outfit can 
do. Don't attack, and don't commit your 
man; a threat is more effective. The 
more vague the threat, the more areas 
endangered, the greater the effect on 
the enemy. Barry K. Branch, 2106 
Elmhurst, Royal Oak, Michigan 48073. 
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PBM Hidden Movement 
via Cryptogram 



By Albert J. Macek 

As explained in the last issue the 
idea of this system is that a player 
sends his hidden moves in code and 
sends the key word to the code to his 
opponent as each unit emerges from 
hiding. The task for this second and 
last article in the series is to look into 
how both sides may cheat in the use o£ 
the proposed system and to work out 
ways to prevent such cheating. In logi- 
cal conjunction with the requirements 
for a good PBM hidden movement sys- 
tem which I stated last time, there are 
two general ways in which cheating may 
occur, 

1 . The player sending a move may 
contrive to remain uncommitted by the 
move he sends. 

Z. The player receiving amove may 
partially or completely crack the code 
and have full or partial knowledge of 
the location of one or more hidden units. 

SENDING UNCOMMITT1NG MOVES 

Let us start with an example of 
something that may occur without pre- 
planning, Our hero sends his first in- 
fantry to BB40 with the intention that 
the movement will be hidden. His key 
word is a sentence about marijuana: 
"Pot slew Dan." Thus he sends his 
opponent the information that his first 
infantry is at ODSN. After our hero's 
opponent makes his move, our hero 
finds that things would be much better 
for him if his first infantry had gone to 
U43, a space which was available be- 
fore it moved to BB40. He wishes he 
had not committed himself to BB4fJ, 
but after careful study finds that he did 
not commit himself. He arranges the 
crime in his key word sentence to be 
"Don slew Pat," and now ODSN stands 
for U43 instead of BB40. 

A clever player can plan his key 
words in advance so that he has any 
number of options in hidden movement. 
Some combinations of letters can be 
arranged into various keywords ad in- 
finitem aE illustrated by the following 
variations of two short sentences al- 
ready given: 

Plan wed sot; Pan wed slot; Dew slap 
ton; Pals not wed; Paw ton sled; Weld 



to span; Stop! we land; We plot sand; 
Dew slap ton; Don pets law; Law step 
nod. 

The examples above were made up 
in a single fifteen minute session. Two 
people together or one person working 
in several sessions can do far more. 
A determined player who wants to have 
the choice of his hidden units appearing 
in many places can do far better. 

The player who receives a series of 
hidden moves and later finds his oppo- 
nents hidden forces hitting him where 
it hurts most may be suspicious if the 
keyword for the movement is something 
strange like P. West Loan, This is 
still another variation of the same let- 
ters used over and over again above. 
His opponent could explain that this 
means "Pacific West Loan. " You can 
hardly complain to your opponent that 
his key words make little sense ot that 
they are aesthetically repugnant. It 
would be very hard to give a set of cri- 
teria for key words that would exclude 
this type of cheating. The best way 
around this whole problem is to have a 
list of words from which the key word 
must be chosen. Such a pre- set list 
should contain a given letter of the alpha- 
bet or not at all or else a rare letter 
would be a give away to the receiver. 
In the list that follows every letter of 
the alphabet appears at least five times, 
quiet carol Zagros exit Panzer tomb 
prise blast lucky thief Forest Lawn 
violent Sam company HQS blue dTagon 
Mojave bush lacquer tub bright dawn 
xanthic dye much oxygen Zelda Brown 
Prickly Ash Iraq County modest Liza 
morbid jest fox hunters Gen Schmidt 
North Wales royal junks long quaver 
pink salver Douglas Fir wainscoted 
special job my favorite red jonquil 
fine ox cart blonde hair vestal gourd 

CRACKING THE CODED MESSAGE 

A legitimate way to get information 
about an opponent's hidden unit is to 
determine how far it could have gone 
from where it was last seen. This can 
help in cracking a code. Suppose the 
receiver knows that his opponent's first 
infantry must be in the range of spaces 
between D and L, in one direction and 
between 11 and 19 in the other. The 
coded messages he receives can thus 
stand for anything from 0411 to 1212. 
If he gets the message PRPR, he knows 
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exactly where his opponent is. The 
third letter must stand for 1. Thus P 
is 1, R must be cither 1 or 2. It can- 
not be 1, because P is 1. Thus his op- 
ponent is on 1212 or Ll2. 

The example just cited is typical of 
situations that must arise in war games. 
Before he received a move the code 
cracker knew that the third letter of Lhe 
move had to stand for I . There is only 
one cure. Don't let the receiver know 
which letter is the third one. This is 
achieved with "nulls." 

A null is a character in the code 
which is meaningless. It is meaning- 
less because it is a letter which is not 
found in the key word. The receiver 
will not know which letters are nulls 
until he knows what the key word is. 
Let us assume momentarily that the 
standard message length is eight letters 
and the key word is the name of a tree, 
PRICKLY ASH. The letters M and O 
can be used as nulls to send the position 
L12 in the following code: MPROMROP. 
Now the receiver does not know what 
the third letter in the code is. 

RULE FOR USB OF NULLS 

Introducing nulls brings back the 
problem of the first part of this issue's 
installment. The sender of a hidden 
move may very well use the nulls to 
send two messages, each with its own 
key word and either of which he may 
later choose to use as the one he "in- 
tended. " This means that the use of 
nulls must he restricted. This will be 
done in two ways; 

1. Make all hidden position codes 
in a six letter format — thue having two 
nulls in every message. 

2, Permit nulls only at the beginning 
or end of a message. Thus the first 
two, last two or first and last letters 
in a. six character message may be 
nulls. This also means that the real 
message is always some set of four 
characters in a raw, 

IMPLICATION OF THE RULES 

The rules will be restated and then 
one implication of the rules will be ex- 
plained. 

1. Hidden moves will be translated 
into a four letter message using a key 
word from the standard list and leading 
zeros. 

2. Twd nulls will be added at the 
end or beginning or one null at each end 
to make the message a six letter mes- 
sage. 

3. A player may use a different key 
word for every hidden movement with 
the restriction that once a unit goes in- 
to hiding, the key word must be used 
for that unit until if emerges. If that 
same unit later goe6 back into hiding a 
different key word may be used. 
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The rules place a greater burden 
upon the player sending a hidden move 
than the one receiving the move. The 
man sending the move could slip in such 
a way that his opponent can figure out 
where his unit is and what the key word 
is. For example, any player who wants 
to place a unit On L12 may as well for- 
get it. Two pairs of repeated characters 
stand out in any six letter message. 
Thus if the key word is the name of a 
mountain pass, ZAGROSEXIT, the loca- 
tion L.12 sounds like a Gabor sister, 
ZAZA. There is no way to hide ZA7A 



in the nulls. The recipient can check 
every space with a repeating narne from 
Al and B2 to DDD56 to see which ones 
could have been reached by the unit he 
is trying to find. Even if on the first 
move the recipient can not find the unit' s 
exact location or determine so much as 
the significance of one letter of the code, 
he has a great deal of information to 
use in connection with later information 
that he will get in the form of subsequent 
moves. 

This means that the sender of a move 
is not completely free to place his hid- 
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den units on any space. Keeping his 
units out of sight involves the penalty 
of restricting his movements slightly. 
This is realistic anyway. 

I think this method is playable, fairly 
simple, quite fair to the receiver and 
fair enough to the Bender of a hidden 
move. Changes may be desirable in 
the word list and in the use of nulls, 
but this will be learned only from ex- 
perience. . .Albert J. Macek, 6236 Loch- 
vale Drive, Palos Verdes Peninsula, 
California 90274. 



Order Out of PBM Chaos 



By Jared Johnson 

The following is a rather comprehensive 
set of solutions prepared by our crusader-af- 
large, Jared Johnson. It is a blueprint we 
suggest tor players to follow to resolve irreg 
ularities that occur from time to time— and 
actually represents a melting pot of solutions 
gleaned from over a dozen top notch individ- 
uals and PBM clubs who have designed their 
own rules to cover such problems. 

1. Version of a game being played 
plus tournament and optional rules he- 
ing used must be explicitly stated. 

2. In disputes over the rules, Avalon 
Hill will be the final authority. 

3. There will he a time limit of 30 
days. Player not replying to a. move 
within this time will lose by default. 

4. All erasures and scratchings-out 
must be Initialed by the opponent to 
avoid the possibility of hanky-panky in 
the case of a discrepancy, 

5. If opponent neglects to indicate a 
closing transactions date, use as CTD 
the 2nd day after the postmark on the 
sender's envelope. If the stock market 
is closed on that day, use the next day 
market is open. 

6. Zenith will he permanent stock 
for weather, and Ampex for supply 
units. These stocks may not be listed 
for any attacks. 

7. Illegal moves: 

a. More than maximum number 
of units allowed per square: Weakest 
unit is assumed not to h ave moved in 
that turn. If this places it in a combat 
position defender may retreat unit two 
squares toward nearest road. 

b. Unit moving too many squares: 
Unit is assumed not to have moved in 
that turn. 

c. Unit is in enemy zone of con- 
trol without battle being recorded: Unit 
is assumed not to have moved in that 
turn. 

d. Position of unit not recorded: 



Unit is assumed not to have moved in 
that turn. 

e. Listing dead units: Units are 
eliminated from board. Proceed with 
appropriate step under incorrect hattle 
odds if any such units were involved in 
ar, attack. 

f. Faulty initial placement: Unit 
is removed from board and brought in 
next turn. If involved in battle proceed 
as indicated under Incorrect Battle Odds 
section. 

g. Failure to tell where defend- 
ing unit(s) should he retreated to after 
battle: Defender does his own retreat- 
ing. 

h. Once the defender has replied 
to his opponent's move, any error can 
not be corrected thereafter. 

8. Recording incorrect battle odds: 

a. Against a single unit; Odds 
are recomputed by defender and battle 
is fought in regular fashion with stock 
and CTD listed by attacker. 

b. Against two or more units 



when battle was originally combined by 
the attacker: Same as against single 
unit. 

c. Against two or more units in 
separate combat: Recompute odds by 
adding up combat factors of units li-sted 
a 9 participating in the attack on the OB 
sheet, 

d. Non-ambiguous case: If there 
is onlyone legal way to resolve a move, 
the defender may do so. 

e. Soak-off at worse than 1-6: 
Send OB sheet back to attacker to re- 
partition battles is he so desires to 
avoid losing soak- off unit if possible.; 
new stocks and CTD must be named. 

f. No soak- off unit (all enemy 
units in attacker's zones of control not 
heing fought): Send OB sheet hack to 
attacker to redivide odds and name 
stocks and CTD. 

g. Soak-offs at illegal odds: 
Send sheet back for clarification as 
above. 

Comments to Jared Johnson, 1548 
Rochellc Drive, Chamblee, Georgia, 



Victory With Superior Forces 



By Ralph W, Schuls: 

When military writers propound 
their pet strategies; they always con- 
centrate on how to win a battle with in- 
ferior forces. Apparently it is taken 
for granted that the side with superior 
numbers will win without any effort or 
skill on the part of its general. An 
assumption belied by the vast number 
of generals {and wargamers) who have 
been defeated after leading superior 
forces into battle. 

Instances of the defeat of large 
forces by smaller ones abound the most 



recent being, of course, the Arab- 
Iarali massacre. Here one might argue 
that the Arabs, being unable to fight a 
modern war, were not really a superior 
force despite their numbers and soviet 
equipment. This is true, but, even 
when the opponents are equal in quality, 
having the superior force is no guar- 
antee of victory. 

In 1940 the Allied armies outnumber- 
ed the Germans. They had more tanks, 
more guns, the advantage of fbrtifica- 
tions and all the benefits that go with 
being the defender. The strategic situ- 
ation was such that the Germans were 
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doomed to grow constantly weaker as 
their opponents grew stronger. The 
Allies looked unbeatable, even to the 
Germans, yet they were routed. How? 
The German armored breakthrough is 
usually cited but the main reason was 
the Allies misuse of their greater 
forces. The key move was the German 
invasion of Holland. This caused the 
Allied armies to lunge into Belgium, 
away from their fortifications, supplies 
and communications. Once committed 
to movement along the lateral roads in- 
to Belgium the Armies could not be re- 
called. Once the Allies were set up 
for the kill, the German Panzers struck 
and cut off the finest of the Allied 
armies without them being able to even 
fight in their own defense. All were 
amazed at the success of the German 
move but a glance at the map will re- 
veal that even before they attacked the 
Germans were closer to the Allied rear 
then the Allied armies. How did the 
Panzers drive so deep so fast? By mov- 
ing into Belgium the Allies moved their 
mobile forces and the bulk of their re- 
serves from the path of the Germans. 
So was a superior force nullified by its 
improper use. A study of this and other 
campaigns reveals the following general 
guidelines for the use of superior forces: 

1. REMAIN ALWAYS ON THE OF- 
FENSIVE. Press the enemy, threaten 
to attack at all times. Force the enemy 
to deploy hie men to protect himself. 
With his forces tied down in defense the 
enemy cannot concentrate local superi- 
ority against part of your force. The 
main advantage of having superior num- 
bers is that you can match the enemie's 
defense and still mass a striking force. 

2. MAKE YOUR FORCES MUTUAL- 
LY SUPPORTING as long as the enemy 
has any attack capability. This means 
make yaur detachments strong enough 
to hold their own till help can arrive. 

3. EXTEND YOUR FLANKS BE- 
YOND THOSE OF YOUR OPPONENT. 
Force him always to extend (and thin) 
his lines for protection. If he tries to 
cover everything he will be weak every- 
where. If he covers only certain points 
he will leave openings for attack. If he 
refuses to extend his line you will be 
able to envelope his exposed flanks. 

4. NEVER MAKE FRONTAL AT- 
TACKS FEELING YOU CAN AFFORD 
LOSSES. There is no faster route to 
defeat. 

5. NFVER PRESS A SINGLE LINE 
OF ATTACK TOO LONG. Concentrat- 
ing your attack also concentrates the 
defense. Attack and threaten several 
points at once and strike whichever one 
is weakest. 



Let's see how these principles look 
inaction in a game such as WATERLOO. 

At the start of the game the French 
outnumber the Allies (England and the 
Prussian "Huns" strangely enough), 
however, Allied re- enforcements ar- 



rive continuously and the total Allied 
force outnumbers the French Army. 
Initially there are three gaps the Allies 
must defend: Tilly, QuarLe Bras and 
Nivelles. The initial French move is 
to bring forces within striking distance 
of all three (Fig. #1). If the enemy is 



10,000 Frer 




weak at any point, attack. Tilly is a 
good point for attack because it cannot 
he supported by the main Allied armies 
after they are driven back on QB. If 
Tilly is too strong for profitable attack, 
mask it with a defense force and forget 
it, that much less enemy strength on 
the main battlefields (moves #2. and #3), 



HAP #2 



If the Allied player is good and his dis- 
positions are too strong for immediate 
attack, open up further fronts (Fig. #2, 
moves 4 and 5). The enemy cannot 
cover everything. By turn #5 the Tilly- 
QB-Nivelles position should be compro- 
mised. Once past this line, the 




enemie's flanks are unsupported by 
natural obstacles. Send your cavalry 
around his flanks. Press his line as 
he retreats (Map #3), portions of his 
force can be cut off and crushed. If 
you are constantly flanking him he can't 
delay to counter-attack or rescue isolat- 
ed units for fear his whole force will be 
engulfed. As you drive the enemy back 
toward Mt. St. Jean you will be concen- 
trating his forces for him due to the 



convergence of the two main roads. 
Keep your flankers out, they are worth 
more- as a threat then as an attack force 
unless the enemy gets careless and ex- 
poses himself to encirclement. Don't 
bring your flankers in till Mt. St. Jean. 
If practical do not push the enemy back 
evenly. By not attacking some areas 
you may tempt him to hold an area until 
too late to withdraw his men. By the 
tenth turn the Allies should be driven 
back to Mt. St. Jean. (Map #3) 
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MAP #3 
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If your flankers have cut deep you 
should already have a lodgement in the 
defenses to work with. If the Allied 
player detached enough force to hold 
off ypur flankers his main front will 
give earlier and thus permit less re- 
inforcements to arrive for the final 
battle. At this point (See Fig. 3) due 
to the limitations df the board, a battle 
of attrition will he necessary. However, 



a small advance by the French forces 
will force the Allied forces past Mt. St. 
Jean and the tip of the forest behind it 
thus cutting the Allies in half. Mask 
one part and concentrate overwhelming 
force on the other and annihilate it. 
Good Luck. Comments to Ralph W, 
Schulz, 17 Birch Hill Rd. , Locust Val- 
ley, New York 11560. 



The Fleet in Being 



By Paul Hunt 

An interesting theory (put forth 
mainly by Rear Adm. Alfred Thayer 
Mahan at the turn of the century) that 
can he very useful to Generals and Ad- 
mirals alike is that of the "Fleet in 
Being". It states basically that "a small 
force can immobilize a much larger 
force for a long period without engaging 
in combat. " 

You say, "Great! How does one do 
it?" and I will now try to explain: 

1, There are many uses of this 
theory. Two good ones include: divert- 
ing enemy forces from where the enemy 
will really need them (that is the main 
one} and as a rear-guard action. 

Z. The more fronts there are. the 
better. Blitzkrieg is excellent. 

3. This type of diversion is excel- 
lent as, if it is skillfully executed, no 
losses will be suffered (no combat), 

4. This theory was originally intend- 
ed for naval warfare, but it can obvi- 
ously be applied to land warfare. 

5. Troops that are equally mobile 
or more mobile than the enemy's are 
required to make, this work. 

6. An obviously advantageous use 
of this is where combat is impossible. 
One example is in D-Day. Forces in 
Britain before the 2nd invasion have no 
immediate combat value, but do im- 
mobilize a strong force. Another ex- 
ample is in Blitzkrieg where 40 factors 
are set to come in the back door of Big 



Red or Great Blue, thus tying up an 
enemy force while they can't be touched, 

7. Caution should be applied when 
dealing with an opponent more adroit 
in maneuvering troops than you are 
when combat is passible. Otherwise 
the fleet- in-being might turn into the 
ex-fleet. 

8. The fleet-in-being as adiversion 
gains its effectiveness as a threat to 
enemy supplies. (See The Last Cruise 
of the Eraden by Edwin P. Hoyt in your 
local library. ) 

9-. As combat usually occurs in a 
rear guard action attempts at having a 
fleet be "in being" usually fail. It may 
work, however, if your opponent is more 
of a Hooker or Meade than a Grant. 

10. Make sure you don't give your- 
self the short end of the stick by using 
more forces than you divert, when you 
don't have to. 

11. Make sure the fleet-in-being' s 
supplies aren't cut. This is a tap- 
notch way of killing such an action if 
your opponent uses it on you. (I might 
add that you should watch constantly if 
you think he is trying this strategy so 
that you can "un-divert" diverted troops 
when cutting supplies isn't possible.) 

12. Toapply these points to land war- 
fare, simply insert the word "force" 
instead of the word "fleet". 

All comments, criticisms, and in- 
teresting applications of this principle 
maybe sent to: Paul Hunt, 8395 White- 
wood Drive, Brecksville. Ohio 44141. 



mat... 

Jut/and 



Without Ships? 

by H. Pierre Noyce 

Jutland is a very exciting and realis- 
tic game, and is improved by incor- 
porating the actual scale option. How- 
ever, few of us have the unlimited 
playing space required for this and the 
alternative suggestion of stacking ship 
counters three deep in cumbersome in 
the extreme. We have tried instead 
making new counters 1/3 the size, hut 
this still does not come to grips with 
the real impracticality of the game for 
those of us who can't finish it in an 
evening and have no place to leave it 
set up. We believe we have solved this 
problem, and at the same time created 
a practical method both for simultaneous 
movement and for play-by-maiL 

The solution is simply to reduce the 
scale, ignore the counters, and for the 
combat phase of the game to plot all 
ship positions on paper. We have found 
that 1" to 4000 yards works well. At 
this scale the distance between ships 
in column, and also one movement fac- 
tor, is 3 /lb". Columns of battleships 
are plotted as; - *ti 4- For con- 

< • • » * - 

venience and speed in recording we do 
not use the names of the ships but rath- 
er their numerical order on the hit 
record sheets reading down. For in- 
stance, the column just given would (if 
British) consist of Agitvcourt, Canada, 
Hercules, Superb or (if German) or 
Freidricb. der Grosse, Konig, Posen, 
Derfflinger. Light cruisers are plot- 
ted as 1 , 1 . and destroyer 

squadrons as-fl; ■ The dimensions 
^-* Ftot I 

for the maneuver gage and range finder 
at this scale are given in the Figure; 
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We have made the rangefinder as a 30° 
sector of a circle so that it can also be 
used to determine easily (by laying the 
center line along the direction of mo- 
tion of the column) whether or not only 
bow or stern guns bear on a particular 
target. Search procedure is unaltered. 
When battle is joined, plot the hexagons 
involved on a large piece of paper, us- 
ing the fact that the perpendicular dis- 
tance from center to edge is 4 1/2", and 
from center M to corner (or corner to 
corner 5*v . Then plot the entering 
columns along the appropriate edges, 
and conduct maneuver and fire opera- 
tions by drawing on the paper rather 
than by moving counters. 

Simultaneous Movement 



For greater realism, it is desirable 
to have both players make their moves 
simultaneously. This is accomplished 
by plotting the two opposing fleets on 
separate sheets of tracing paper. These 
sheets are then superposed, and those 
enemy units which are in visible range 
are plotted on the other sheet. The 
players then separate and plot their 
moves (including all their own units 
out of visible range of the enemy but 
within visible range of some element 
of the task force). Note they know the 
positions and directions with which all 
visible units start, but not where they 
will end up. After this maneuver por- 
tion of the turn the sheets are again 
superposed, and all visible units re- 
plotted, including those which have just 
heaved into sight. Each player can 
then assign his fire power to those ships 
which are in range, and the die rolling 
can start. Once combat is resolved, 
the players separate to plot the next 
maneuver, and so on until visual con- 
tact is broken. 

For still greater realism an alterna- 
tive way of starting battle is suggested. 
During the sweep and search portion of 
the game, each player maintains an up- 




to-date plot of how all units are dis- 
posed within any square (or squares) 
occupied by each task force. Ships may 
be anywhere within these squares pro- 
vided (a) all ships within a single task 
force are within visible range of each 
other and (b) all ships in each task 
force are moving in the (same) direction 
perpendicular on the same side of the 
hexagons. When contact is made, back 
up to the previous hour and superpose 
sheets in the configuration (adjacent 
squares) where the units would have 
been before they entered a common 
square. If any unite are within visual 
range, proceed to maneuver and fire as 
above. If not, all units in each task 
force must proceed on course at the 
rate of the slowest ship in the force. 
Then sheets are superpo sed and checked 
for visual contact. If after repeating 
this on course maneuver five times, no 
contact is made, advance the time one 
hour and revert to search procedure. 

Play by Mail 

The search and sweep procedures 
present no obvious difficulties for play- 
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by-mail, and can be worked out by op- 
ponents using whichever set of rules is 
agreed on. Once contact is made, play 
can proceed much as above, except that 
each player must keep two plots. The 
procedure is as follows: 1) on an agreed 
date after contact, players exchange 
plots of all squares which might be in- 
volved. Since all ship positions in the 
area are now available to both players, 
it will be obvious whether visual con- 
tact has been made, or will be made 
during the hour. If not, revertto search 
procedure. Once it is agreed at which 
hour and time within the hour contact 
is established 2) on an agreed date, 
each player plots his new (10 minute 
later) position on both his and his op- 
ponent's paper and returns his oppo- 
nent's sheet. 3) Upon receipt of the 
[lew move, the players bring both plots 
up to date and can now assign a firing 
pattern for all guns that bear. 4) On 
an agreed date, firing patterns are ex- 
changed and combat resolved by die roll 
or stock listings as usual. 5) Results 
of combat are exchanged. Players now 
revert to step 2) and play continues 3), 
4), 5) until visual contact is broken. 



Really 



by Thomas Webster 



Thomas Webster, who is a long-time reg- 
ular with AH, has expanded on the Blitzkrieg 
theme tailoring it to guerilla warfare. Like 
many AH'ers, Webster piays most all battle 
games well, seeking competition from such 
varied and sundry opponents such as college 
students, army veterans including a former 
82nd Airborne paratrooper turned history pro- 
fessor at Western Michigan University, 



<■>&£- Fives* 



T.,ast year I blasted the idea of a 
guerrilla wargame based on Vietnam. 
Now, however, I'm sure a great ficti- 
tious guerrilla wargame can be made 
based on mainland southeast Asia. Ir- 
regularly along the narrow end edge of 
a Blitz size board would be one country 
penetrable only by friendly guerrillas 
and allied regular army units. Noenemy 
units may go into that country. 

Stretching away from this country 
(Really Big Red - not seriously tho)are 
7 small countries, each with its own 
army and particular government (3 
Democratic Republics, 2 military 
huntas, 1 Dictatorship, and 1 Monarchy - 
or whatever you like). Nearly all ter- 
rain is jungle. There could be one or 
two seacoasts. I suggest the outlines 
of the countries should be roughly simi- 
lar to the outlines of borders of Burma, 
Thailand, Laos, N. Vietnam, Malaysia, 
Cambodia, and S. Vietnam. Population 
of the countries would be: 

West to east bordering Red, 22 mil- 
lion, 20 mill., 14 m. , 17 m. West 



to east not bordering Red 25 million, 

15 mill. , 16 mill. 
Really Big Red begins the game by send- 
ing advisors or guerrillas into the small 
countries. Small country guerrilla 
strength is determined by proximity to 
and length of the border with Red, popu- 
lation, type of government, and the die 
roll. Example: the country with 22 mil- 
lion people has an 800 mile border with 
Red, and a Democratic Republican gov- 
ernment. Red has easy access into the 
country, but the fairly stable -attractive 
government somewhat counterbalances 
Red's influence. The die roll isthusly: 
1 - 10% of people join anti- gov. forces 
2,3 - 20%, 4,5 - 30%, 6 - 40%. (The 
% which does not become anti-gov. re- 
flects the successful government pro- 
jects. ) The die roll represents the 
maximum number of people which will 
willingly join the anti-gov. forces. This 
number is not automatically given to the 
guerrillas. They must work to gain 
these people. Naturally, the people are 
correctly proportioned throughout the 
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country. The larger the guerrilla con- 
trolled area the more people they con- 
trol, the more people will join them; 
but only to the max, of the die roll. All 
these people may fight with equal 
strength, which is 1/2 as good as Red's 
guerrillas (or - 1/4 of the anti-gov. pop. 
may fight at equal to Red guerrilla 
strength, 1/2 at 1/2 as good, and 1/4 
at 1/4 Red guerrilla strength). 

Governments may ask for help from 
neighboring small countries or from 
the outside big powers of Great Green, 
Fairly Tough Orange and Mediocre 
Blue. When casualties of Great Green 
reach 30%, Fairly Tough Orange reach 
25%, and Mediocre Blue reach 20% of 
total force committed respectively, 
they muKt roll the die (Home country's 
vote uf confidence): 1 or Z means 10% 
of forces withdraw every 4 months. 

When an outside big power accepts 
the request the first thing done is to 
roll the die telling how many mouth in- 
tervals to send troops the first year, 
Then the die is rolled again and the 
number is the actual number of regi- 
ments sent to that country. After the 
previously determined number of months 
has elapsed for troop replacements, the 
die is rolled and multiplied by 5 to find 
the number of regiments, then X 10 for 
the remainder of the year. The die is 
cast again for replacement intervals 
for the 2nd year and the procedure re- 
peats (reflecting foreign policy and 
public opinion). When a small country's 
capitol is captured by Red controlled 
guerrillas, the remaining government 
forces may fight as guerrillas but must 
be within a certain number of squares 
of anti-red forces; may move into any 
anti-red country and join its forces; 
may fight once before reaching allies 
and move, but if twice attacked are 
destroyed; may not move into any Red 
or neutral country; may surrender in 
order that in the future they may revolt, 
try a coup, escape to another country, 
etc. , or be liberated and join their lib- 
erators, or be exchanged or sold for 
ransom. Red can force those who sur- 
render to fight but those forced are un- 
reliable; or Red may deport them for 
laboruse, etc. Remaining small country 
forces may split, some fighting, some 
running, some surrendering. 

The guerrillas are all under one 
commander, the other countries are 
divided among the other players. The 
more players the better [for Really Big 
Red). 

A COUP can only be tried by sur- 
rendered units pressed into service; 
the enemy of Red must be locally su- 
perior, within a certain number of miles 
of the small country's capitol, and clos- 
ing; the Coupers must have inferior Red 
forces between them and the capitol al- 
so, ...Thomas Webster, RE, 
Plainwell, Mich. 49080. 



Midway— Equilibrated 



by Carl G. Nelson 

After reading a recent article in the 
GENERAL and doing some research on 
the actual Battle of Midway I have been 
doing some serious thinking about the 
AH games as it exists in the Battle 
Manual. The Japanese did have the 
upper hand in the actual battle as far 
as an overwhelming force was con- 
cerned. However, the U.S. had one 
thing going for it in the actual battle 
that does not exist in the AH game MID- 
WAY - Surprise! The Japanese were 
not expecting to find the U. S. Carriers 
anywhere near Midway during the open- 
ing phases of the battle. In the game 
the Japanese Player knows that the U. S. 
Fleet is awaiting and the actual siae of 
the force waiting. The longer the Jap- 
anese Players holds off taking Midway 
the more points accumulated by the U.S. 
Player. But, the fact remains that the 
game is decidedly Japanese all the way 
even with the employment of the option- 
al rules. Luck, either good or bad 
determines the outcome of the game 
and this luck is in the roll of the die. 
Strategy can overcome a few bad rolls 
of the die in a few cases but not too much 
so in the game of MIDWAY. 

Mr. Mark Saviet, in his recent ar- 
ticle (Vol. 4, No. 2), suggested the 
addition of night bombing attacks by 
B-17's and PT boats, 1 do not feel that 
these additions bold the answer to the 
problem. First of all, the idea is to 
hold the game as closely as possible to 
the situation as it existed at the time of 
the battle. The B-17 did not prove an 
effective weapon against ships at sea, 
especially from high altitudes, Con- 
sidering the fact that there is no loss 
factor on the part of the B-17 attacks, 
they must be considered as high alti- 
tude attacks. At night the B-17's could 
not find, let alone effectively, attack a 
fleet of ships at night. If the general 
area where a group of ships are located 
is known a low altitude attack (almost 
sea level) could be effective because the 
ships would be silhouetted and there- 
fore present a target. I do not know of 
any cases where B-17's were used as 
torpedo planes. The defenders of Mid- 
way had such an aircraft, a long range 
aircraft that could and did carry tor- 
pedoes and proved itself fairly effective 
during the war as a night, long range 
attack aircraft. This was the PBY 
"Catalina". As the game now stands 
the Japanese Player has nothing to fear 
during the night hours, except a surface 
contact and possible attack in this man- 
ner, but he still holds the advantage in 



this situation. By providing a means 
far the U.S. Player to attack at night 
the Japanese player mustexercise some 
caution. 

Another factor that seems to have 
been over-looked is the use of sub- 
marines. The U. S. Fleet had twelve of 
these craft in the vicinity of Midway Is- 
land besides the surface ships. One of 
these submarines did get into a position 
from which it did launch an attack against 
one of the Japanese Carriers, The re- 
sults of this attack are disputed but the 
attack did take place. 

Therefore, with the addition of the 
two torpedo launchers, I feel that the 
outcome of the game will depend more 
on skill then on luck. In the actual bat- 
tle, torpedo attacks by these systems 
did result in damage to Japanese ships. 
I propose the following procedures be 
adapted to employ these two systems in 
the game, 

PBY's 



Add nine PBY's to the game, this is 
the approximate number of aircraft 
used in Patrol Squadrons in the Navy. 
Attacks conducted by these aircraft 
would only take place during the night 
hours of play on ships sighted during 
the 1700 hour search move. The U.S. 
Player determines to which zones he 
will send PBY's and the number of PBY's 
to each zone, not to exceed the number 
of PBY's that he has. A PBY launched 
during the first night move can not be 
launched for an attack during the second 
night move. The U.S. Player calls off 
the zones in which he has PBY's. The 
Japanese Player discloses if he has any 
ships in the ?,ones called off. If ships 
are located during this procedure, these 
ships are moved to the Battle Board. 
The U. S. Player selects the ship he 
will attack. Each PBY may be used 
against only one target during the at- 
tack phase of play. If more than one 
PBY is in the same zone then each may 
be used against separate targets. 

If the ship the U. S. Player selects 
to attack is in the center of the fleet, 
the Japanese Player rolls the die to 
determine if the PBY is able to pass the 
perimeter ships and reach a favorable 
position from which to launch its tor- 
pedoes against the target selected. A 
roll on the die of a 1, 2, or 3 indicates 
that the PBY was shot down prior to 
reaching a favorable launch position. 
If the Japanese Player fails to stop the 
PBY the U. S. Player then rolls the die 
to determine the results of the attack. 
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A roll of a L or 2 results in one hit on 
the target selected, a roll of a 6 results 
in two hits. At the completion of the 
attack the PBY is removed from play 
and is considered shot down. The rea- 
son being that the PBY was a very slow 
aircraft and was an easy target* In 
penetrating to the center of the fleet it 
would be sighted by at least one ship 
and fired upon, after launching its at- 
tack on the target the entire fleet would 
be alerted and the possibility of with- 
drawing would be just about nil, there- 
fore considered shot down. If, instead 
of selecting a ship within the fleet the 
U.S. Player selects a ship on the peri- 
meter of the fleet he would have a better 
chance of attacking and not being sight- 
ed until too late. Therefore, on an at- 
tack, of this type the U.S. Player rolls 
the die for a determination, of the re- 
sults of the attack and the Japanese 
Player does riot get a chance at firing 
at the PBY. The PBY's will be able to 
attack any zone on the search board. 
All attacks would be documented on the 
operations sheet for each move the 
same as in the rest of the game. 

Submarines 

The following twelve submarines are 
to be added to the game; USS Cachalot, 
USS Flying Fish, USS Tambor, USS 
Trout, USS Grayling, USS Nautilus, USS 
Grouper, USS Dolphin, USS Gudgeon, 
USS Gato, USS Cuttlefish, and USS 
Grenadier. The initial move for the 
submarines will be the same as for the 
rest of the U.S. Fleet. The subs can 
move two zones per turn while on the 
surface and one zone per turn while 
submerged. If any sub is sighted on 
the surface by the Japanese Player it 
is considered as having been attacked 
and sunk. During the search procedure 
the U, S. Player may call out the areas 
in which he has submarines but he must 
specify that the area is being searched 
by a submarine. The Japanese Player 
must reveal the zone within the area so 
searched that he has ships in, however, 
he does not indicate the type of ships 
nor the number of ships, unless the 
ships happen to be in the same zone as 
the submarine. In this instance the 
battle board is not used, the U.S. Play- 
er indicates to the Japanese Player the 
type of ship that he will attack, cruiser, 
battleship, etc. The Japanese Player 
then names the ships of the type called 
by the U. S. Player and the U.S. Player 
then specifies which ship is the target 
of the attack. The U, S. Player then 
rolls the die to determine the outcome 
of the attack, a roll of a 1, 2, or 3 in- 
dicate the number of hits sustained by 
the ship selected as a target, a roll of 
a 4, 5, or 6 indicate that the attack was 
unsuccessful. The Japanese Player 
then rolls the die to determine the re- 



sults of a depth charge attack on the 
submarine. A roll of a I or 2 results 
in the submarine escaping the attack, 
a roll of a 3 indicates that the subma- 
rine is damaged and is withdrawn from 
the game, a roll of a 4, 5, or 6 indi- 
cates that the submarine was sunk. If 
more than one submarine is present in 
the same zone each attack is determin- 
ed as separate attacks. The other sub- 
marines could also be used againstother 
types of ships in the group sighted and 
under attack, or even attack the same 
ship being attacked by the first sub- 
marine. For each submarine sunk, the 
Japanese Player receives two points 
towards his score. The submarines 
are restricted from operating against 
the Japanese ships in zones G-5-E, H- 
5-D. and H-5-G, these being the zones 
containing Midway, its atoll and the is- 
land of Kure, Attack can only take place 
when the submarine is in the same zone 
as the Japanese ships. Carl G. Nelson, 
1813 Seventh St. , Port Hueneme, Calif. 
93041. 



Union Victory 

Made 

Easy 

by 2nd Lt. Stephen Gilliatt 



Banning more than average luck, 
the following plan should give the Union 
side an easy victory in Gettysburg *67. 
It is designed for those Generals who 
make their own "rules" and desire noth- 
ing but victory. First, note the fol- 
lowing facts. 

The Union Cavalry of Devin and 
Gamble can not alone hope to hold any 
high ground or stop the Confederates of 
Heth's division. A full enfilade by both 
cavalry units only produces 1-1 odds. 
Hardly anything to rejoice about! And, 
if the attack fails, at least one of them 
is doomed. 

Second, by the afternoon of the first 
day, the confederatee are going to be 
vastly superior. 

The plan then is simple enough, the 
Union are to avoid any battle except on 
their own terms, in a position where 
they are tactically superior. This is 



a lot easier than it sounds at first, 
knowing the Union infantry is under- 
strength and there is no artillery. The 
first step to victory calls for the First 
and Eleventh Corps to form the nucleus 
upon which the Union Army will form. 
They, like the cavalry, should not be 
risked too easy in battle. 

As the Grey tide advances down from 
the north, the Union forces should form 
a single straight line facing north in the 
area of the little Round Top, The ca- 
valry should be on the flanks to protect 
the infantry and to be protected. You 
will note that the board is more narrow 
East to West than North to South. The 
strength of the defense is not based on 
hopeless to defend hills, but overlapping 
firepower of units thatcan notbe flanked. 

When the Confederates are ready to 
crush you around 4 P. M. , retreat if 
need be to the third from the bottom 
row. As new units arrive, keep ex- 
tending your flanks East and West, 
maintaining a straight line. The Con- 
federates arriving from the north will 
have a long march to reach you. By the 
time you are forced to fight, nothing 
can defeat you. The Union line by 7 
P.M. will reach almost from one edge 
of the board to the other. 

Should the Confederates be bold 
enough to try to flank you, all you do 
is move with them. They will soon 
grow tired of this game and wait until 
noon of the second day for their cavalry 
in order to have "soak-off" units and 
flank units. By then, the union line 
will have no flanks and a small reserve 
of cavalry and, artillery. All that re- 
mains is for Pickett to make his charge 
and die in a massive Union counter- 
attack crushing his flank or flanks. 

My advice to any poor southern Gen- 
eral is to spend your Confederate money 
on Union War Bonds, 

Comments to: 2nd Lt. P. Stephen 
Gillian, P.O. Box 19, Scott AFB. 111. 
62Z25. 



As most historians would rscal, the Union 
botched another one in this battle. Clearly 
numerically superior the North could have 
attained a smashing, uitimate victory had 
Meade's forces sported a relentless pursuit 
where annihilation of the South at the 
Potomac river coufd have been achieved. 
Thus, Lt. Gi//iatt's pian isn't conceived for the 
underdog. Rather, its purpose is to help the 
Union player to a decisive victory at a stage 
earlier than was possible in the real event. 
Now, you Southern sympathizers — how's 
about sending us a counter-p/an for exter- 
mination of the Union forces . . . 
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Question Box 



Afrika Korps 

O May units move from a plain square 

to a road/rough terrain square and use 

the road bonus in the same turn? 

A. Yes. 

O. If the German player uses his last 

supply unit on the 1st May turn, and 

fails to get supplies on the 2nd May 

turn, does he remove all units and lose 

the game ? 

A. No, but if he fails to get supplies 

on the 1st June turn he does lose all 

units and the game. 

Q. May the "Jews" battalion be worth 

several Allied Brigades? 

A, No, but they may be worth several 

Egyptian divisions. 

Bismarck. 



Q, Is it possible to move directly from 
square B4a to square A4d? 
A. No. 

Gettysburg '64 



he succeeds in destroying all ground 
units, all air units are destroyed. If 
one ground factor remains, the air units 
are untouched. (2) He may soak-off 
against the ground units (at no worse 
than 1-6) and attack the city supply ca- 
pacity. The defender must eliminate 
one factor of air farces for each factor 
applied to the destruction of the city 
supply capacity. EXAMPLE: Blue has 
8 TAC -factors and 7 Infantry factors in 
V20, Red attacks with 10 Sac factors. 
Red may (1 japply all against the infantry 
at 1-2 odds. The aircraft will be un- 
effected unless all infantry factors are 
destroyed in this attack. OR (2) Red 
may apply 3 of hi s factors against the 
infantry as a soak-off (resolved on SAC 
table), and use the remaining 7 factors 
against the city supply capacity. In 
this case, 7 Blue TAC factors are eli- 
minated and city V20's supply capacity 
is Te.riuced to 5. 

Q. Are units on mountain or city 
squares doubled against SAC attack? 
A. Yes. If the chart calls for the eli- 
mination of 5 factors, the defender re- 
moves only 3 factors due to the doubled 
situation. 



Bulge 



Q. If a unit moves directly from square 
UU19 to square TT19, has it used its 
entire movement allowance for that turn? 
A. Yes. It IS possible to move from 
UU18 to BB33, from NN25 to KK23, 
from UU18 to MM25, or from MM25 to 
RR30 in one turn. It IS NOT possible 
to move from TTlS to KK26, or from 
LLI2 to JJ14 in one turn. (We assume 
a movement factor of 4 here). 

Guadalcanal 

Q. In Vol, 3, No. 2 of the General you 
state that non-firing artillery may not 
be fired upon. Can other units in the 
same square as non-firing artillery he 
hit? 

A. Yes. Say two artillery units and 
one infantry unit are on the same square. 
If either of the artillery units fires, the 
entire square (including the non-firing 
artillery unit) is fair game. If, how- 
ever, neither artillery unit fires, only 
the infantry unit is subject to hits from 
incoming rounds. 



Q. May retreating artillery units move 
through or onto squares containing 
friendly infantry or cavalry? 
A. Yes. 

Waterloo 

O, If no other retreat exists, may units 
move "back 2" through two wooded 
squares ? 
A. No, such units arc eliminated. 

Blitzkrieg 

O, May SAC bombers be used to aid 
in the reduction of minor country cities? 
A. Yes. Since you must also apply at 
least 4 factors of ground troops to cap- 
ture" a minor country city, this is an 
exception to the rule that SAC attacks 
may not be made in conjunction with 
ground forces. 

Q. May SAC be used to gain automatic 
victory against a unit if total elimination 
of the defender is certain no matter 
what the die roll? 

A. Yes, but units advancing as a re- 
sult of this auta-victory may not pass 
through the square under SAC attack. 
They may, however, pass adjacent to it. 
Q. May a unit Tetreat an unlimited 
number of squares (up to that called 
for by the chart) through mountains? 
A. Yes, Mountain squares do not effect 
retreats. 

Q. What happens when a SAC attack is 
made against a city containing both 
ground and air units? 

A. The attacker has two options: (1) 
he may attack the ground units only. If 




Dear Avalon Hill; 

...Going through my possessions 1 
found the War Plans for Germany, 
France, Britain, and other warring Na- 
tions, This may sound impossible, 
should write implausible, butamong my 
stored possessions were these plans, 
and there is a page total of 308. To 
substantiate my information, which I 
do not think you doubt, the work was 
prepared under the direction of Rear 
Admiral P. Colomb. Other officers of 
the British Army, and advisors (all 
named therein) are listed. So, in 1893, 
evidently Intelligence was well-prepared 
for eventualities, hut like democracies, 
slow to act. 

The work, printing, that is, was done 
at the University of Edinburgh, "Print- 
ers to Her Majesty". I sent my "card" 
for "JUTLAND" to you Friday. Strange, 
but I started in 1945, after my return 
from Okinawa (did three first-day in- 
vasions, demolition squads, no less, 
and at 38 years of age) to assemble 
books and data regarding World War I, 
and quite successfully. 1 note you have 
one "advertiser" from Terrace Park, 
Ohio, saying he has Jap Order of Battle 
for Okinawa. I grin. Wonder if he has 
the SNAKE INFORMATION? If not, 
then HE wasn't on the Beach at Suicide 
Bay, and knew OUR PLAN OF BATTLE. 

I have no desire to "make money", 



but if any of our Battle Buffs want any 
War Plans, particularly previously 
mentioned, they can write to me, I'm 
not in the market to make any money, 
and I'll do what I did in Honolulu- -write 
them up, have them mimeographed at 
cost. As for AVALON HILL, I know 
you have /our "hands full" with this 
hunch of "battle nuts", but if I have any 
material or information you thinkmight 
help, let me know. I'm just a "beaten 
up, war scarred Pacific Vet" that's in- 
terested in AVALON HILL's games, but 
not to the extent of profit for myself. 

If you wish you might run the follow- 
ing in "GENERAL": World War I bat- 
tles, World War II, Palau, Guadalcanal, 
Saipan, Okinawa, Russell Islands, 
others. Have much information, official 
plans, campaigns, not for your money, 
though. Ask, if I can answer it, yours 
for mimed, postage. WW I Battle Plans, 
prepared 1893. 

Final. My offers are good, but 
destroy the letter, I don't want to sound 
like a hero. 

Stewart C. McLeish, 85 Garland Street, 
Everett, Mass. D2149. 

Sony— we can't publish your 3d; you know 
our rules regarding opponents wanted ads, 
only, in this column. But we've honored your 
request to destroy your letter . . . only you 
and / will ever know— ED. 
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Winners -- Contest #22 

The tremendous response to this con- 
test was highly encouraging. Our editors 
were simply amazed at the number Df 
subscribers who obviously are familiar 
with all Avalon Hill games. Literally 
thousands of entries were received, 
12% of which submitted perfect papers. 
Thus, the winners listed below were 
drawn at random from the group of 
perfect ones, Another 20%, at least, 
missed being perfect for one answer, 

Winners are: 

1. D. ScottPalter, Cedarhurst, N. Y. 

2. Don McCamy, Union Grove, Ala. 

3. Paul Perla, Pittsburgh, Pa. 

4. John Macciocchi, Cape May, N.J. 

5. Ray Saunders, Alexandria, Va. 

6. Jim Silverman, Pittsburgh, Pa. 

7. Bill Haggart, Whittier, Calif. 

S. Chris Charnnesa, Pomona, Calif. 
9. Jim Myles, St. Louis, Mo. 
10. Jim Loehr, San Jose, Calif. 
A $6.00 GIFT CERTIFICATE has 
been awarded each of the winners. 



Don't forget to vote on what are the 
three beet articles of this issue... re- 
cord your votes where provided on the 
Contest Entry blank. 



Subscriber Discount... 

The Coupon shown below is for the bene- 
fit of the full-year subscriber. As soon 
as you have accumulated 4 such cou- 
pons, 1 each from this and succeeding 
issues, you are entitled to a $1.00 dis- 
count applied to the purchase of any 
Avalon Hill games, parts, play-by- 
mail equipment and the General, 
Here's how it works 

Each coupon is worth 25^, But one 
coupon alone does not entitle you to a 
25£ credit. You must accumulate 4 
different coupons before taking advant- 
age of the $1. 00 credit. When you have 
accumulated 4 coupons, then you clip 
them all together and send them in with 
your Order for an Avalon Hill game. 
When ordering in this manner, you 
simply send us a check or money-order 
for $1 . 00 less than the usual retail value 
of the game. 
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SAVE THIS COUPON 

GOOD TOWARD THE PURCHASE f 
OF ALL AVALON HILL 
PRODUCTS 

JAN.-FEB. 1968 
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THE GENERAL 

OPPONENTS WANTED ADVERTISEMENT 

Please print or type your advertisement on the spaces provided below, maximum 
(including your name and address) 35 words per ad. 



lO 



1 1 



12 



13 



14 



IS 



18 



17 



18 



19 



20 



21 



22 



23 



24 



25 



26 



27 



28 



29 30 31 32 33 34 35 woods 

All ads are inserted as a free service to full-year subscribers. Only one ad per 
subscriber per issue is allowed. Ads will not be repeated from issue to issue, 
however, subscribers may re-submit the same ad, or new ads, for each succeeding 
issue. Ads received after the 15th of the month preceding publication wilt appear 
in the following issue. No ads will be accepted unless printed on this form. 

CONTEST NO. 23 



Wow that you are all adept at recog- 
nizing military units (as per last issue's 
contest) let's see how well you fare in 
determining actual battle odds in hypo- 
thetical situations. We have reproduced 
the actual troop counters engaged in 
battle. You must determine exactly 
what the Combat Results Table odds 
are in each case taking into considera- 
tion terrain features of the respective 
games. Since only the grid coordinates 
are listed we suggest that you set up 
each situation on the playing boards. 
{Of course you have to figure out, first, 
which games are involved. ) 



The contestants who submit perfect, 
or near perfect entries will be awarded 
$6. 00 Gift Certificates. Entries must 
be postmarked no later than February 
10, 19&8, Entrants may submit copies 
or photostats -- one to a subscriber 
only. 

Vote for Best 3 Articles 

All entrants must list what they per- 
sonally feel are the three best articles 
in this issue. This selection has no 
bearing on the contest results, but en- 
tries not containing this information 
will be voided. 



KK26 vs 






KKZ7 



*&£ LL20 vs ^ LLI 9 

SO SS50 vs -S= SSZ9 
12-5 5-4 

5S&S1 „, . "EaSs _, ■ 

4.4.7 ° 61 vs l-l-B 06 2 

S M~ Kukumvs 5Ha JJZZ 
4-10 ™ 

E§3j 2-2 16-3 vi[^|M 17-4 
[2 H-4 17-12 vsj^j 14 17-13 

Headlines of 3 Best Articles: 



G3l Tilly, E2ll Z20 vs ^3* Y20 
3-6 3-6 2-6 

P Calais vs Cj'" Dunkirk 

4.4.4 1-2-2 



C&" Ell vs & DID 

3-3-3 4-4-4 



7-7-10 



J| J6 2 vs JS' K62 



3-3-7 



10|, C23-43 vs |X|l "-44 

2-7 1-5 + 



JHr St. Vithvs *jpjr PP16 

8-4 4-4 



Name 



Address_ 
City 



State 



Prize 
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One of our New Year's resolutions 
is to concentrate on improving the edi- 
torial content of this magazine. You 
can help us do this by filling out the 
following survey. 

Check the YES column if you wish 
such articles continued; check NO if 
you feel they are a waste of paper. If 
you check MAYBE, please elaborate in 
the space below. 





teo 


No 


Maybe 


Avalon Hill Philosophy 








Infiltrator's Report 








Contests 








Dealer Listing 








Opponents Wanted 








Question Box 








Club News 








Historical Articles 








Letters to the Editor 








Humorous /Satiraclc 
articles 








Tactical /Strategical 
Plans for Specific 
Games 








Articles on tactics and 
strategy of a general 








nature 


Articles on Nou-AH 
games 









OTHERS (Your thoughts) 



Official Avalon Hill Game Clubs... 
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iippcrlun. ty iai odvlDL* UinUI . 

Tim Mm ^nirn - .»,.■ f.T,i.hr,d [BHTikTt*B 5*a,A«H,pr»mMil - 

Line alill linilir Jrii^n (Nuiil ..■.- IK* H'i!mioi>. rc-ntoj- J : 
Wb LhIictq Lhr 4lh juii-l-. :a Hie irjin aLlia rlnb in Ihr, II..*;. New 
iLhcmbaii iriu't dbnlHafl Usttl Hhpy have pitmrn |Ju»iiLvelf lhal 
l\e-| are: lu|feriur wir|jiiiiEEi. Qur niiLp inn ie in eievplrijb Eha 

lilEhnat jHHbblo akiJl la Avalon Kill K ai.un» 

Tbc -1th S3 La ■ >Lii.pta, IuljlI D^iiiiiiiiiiD n" i>^^m >r i m-pxlna, 
rrcqunntly fat ff<:t-V>-tw:t Iimtl, W« dLn.'Ule M¥M*Slpi) eAwOle 
01ir awn- gtm** an 4 ll-kvcl Iftt b,>u--r 1 anier,ti |i **U *■ ^La.j'-bj -iuaiL 

FTetacrn Of eac-te*, lerw.ua wkTS**n^^a" »"* B*™" ^rBjatiimtioa. We 
dn tut-I iTirhilge In rti 1 1 r] k ■ h claim* of VittO-ry bm play lor fan. 

A vmiialy ul qtiallJiad 0-uu*jn*nCl CT t.Jilii*d'» • deptriilinj ujjfir. f^ur 

t.r4hr*fif t) - who in oapflrLaBC*d io dilTere-M i-yinitof ■irmcuv b 
ara ;...!. inutrcatcd In uid enjor Avtlun ULU la the JalUlt, 



! ': ■;■ ■- - . .-:!. .■..;!....■■■■.■.'.::. ji,: «IJ . I.jili.-.|..,r. ,t ...,.!... l .. - ...... r, ..^ 

PQaa'bli.. 

T^e 5«n*raJ Miff [.i^iiir* lulUblE ^mprLttinn far Ehou «■.,- 
■3i"l* ol W4o.dla.wr. 5^i llui Hi S h IlIi.i.iL intaraaterl In playing 

A.-..L: : Ihl! Kaai»a, 

A new elut with aff6y|unid*a t,t hi^h- r ,* il ™. i UD Hn B far»«rd 

»;■ a djf whien all ilale-i will Lave mem. A fledgling lIuIi. 

Cainldl nMb*rlBt'C,« I frLtililltilJii* Vrlth ulLici mmubnu Kiuai Uiu 

i.:,u i. InjijL im.iiri.: j a^nLuBt L-lhr i lop _i-j.Li.-i_ .i;«L Ihn j. ^n . n- ;.- of 
(towint with u*_ 



LgflRJ fr.llC-Ti 



w» ipjff r rapid mduae-ciirmH far vkiLlad rivr: 

Cktir eomTnana*..! m nn<=af<.|y iai*T*il*d in intpfawl^g ES uniiin* 

warnSTPlTin. 

We bfUsve PANZER 1-f.Kfl BdStri * chotlania to- dc<_kit*d 
-varijanierr. ThraiiRti llmilfd. mcinliM-rahip »r bape so lievcl.^p. 

i.. ...II. ilf ..;„...-...,.. Bj| ..;..-., -ci--n - .1 |* tjy .. uPJ.-.. , v ( 

riTin-g 4>v>mi play among r hr (ri^t-T rtEiiage uvaraamEr*. 

'jT^simuvHiimtntl ivilb alhir club*, Cr*Bt ociiitility to 
advance, parcicipation HI Unitai'LaL r«nqnf«i, 

We i-hI rk»tE,nTi7lnTirTTaP« iha h-i)-fU« ta£ i7-«iTeaH lail-SB inrj fj T 
tfaitoU. We. iliu, have- a vtile va.rlc.ly nt iiamE"-. 



Club Registration 

All clubs are urged to register with 
Avalon Kill. A complete roAter will be 
published in the next ■.-■■•:,<■ wLih Hiipple- 
rmental Li Ming a add*rt in feach subse- 
quent -'ji J .i-.j i-. PrereCjuLsLtt: in the 
regicTtrAtioii of bonafirfe cluba is the 
infursu^citfii reque?sted belo^w, Thftr* 19 
no rcgieiriition deadline. However, It 
will be bo each club's Advantage to 
register as early as possible. The 
only atbucltite requirement is the listing 
of names and addressee of thTee club 
officers and the affidavit that there are 
at leapt t persons, with member s.].iLp III 
the said club. 



Mailing Addrcss_ 



Officer 1 q Namce 



We playi | [ face-to-face, only J PBM. only [~] Both 
Membership dues (if any J ire; 3. Age Limitations; 




W>: r^ are [^n*'"*? not accepting new memberJ, 

We; ^^ conduct j | du not conduct tournaments b*tweftn oth«r cluba. 

Wr publish a newsletter/ma.£a&iiie cntitlcd_ 

for $ published every^ 

We: L _] would [""] would not be interested in traveling to attend a 

gaming conference. 

We feel that our club offers the benefit* of: 



AFFIDAVIT; Current mcmbe>rfthip ia nn 



[An olft^er'fl ai^naiure) 



"I assure you. Senator, we will give 
your nephew's solid fuel system the 
attention it deserves! 11 
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Knirjltiuppc: TrTPEtt 


Thomis Yinnlai 


275 Lot*. Beach tWad 




Han,p>iai>.4. Hew York J1S40 




.-.!■;.[ in ticib a Snciaty 


Tony Mgrtll 


39-JU ■>]■ i. * .. ■! -i: : ,-.-■ 




Utile P3*thn No* V&jh 




Pr*i»rtan ^mmM 


f",**mftl Q. pJilllifil 


IDSQ L'ikland Kvtnv* 




Viin?;,r, rfew fi!( jUMMj 




.- -/i. '-■'■■rire '-'i,-:.-,!,.-,,, 


D. SC-*tT >>ltE4F 


.!-* .HirM t AwaitiM 




Ulip. nlaiir fark 41751 




Qtwi i.,..-ii: 1,1 ilidtwi Klpain 


HWhird K, WKHItr 


£1 SwtDion Drive 




W,v re L*<rfJi FiJli. 




N»w Tuvk LZ5?« 




RQWQC 


O*ofr K. Buxkmin 


Til MttUb 




Tbttbcb Pack, Oliuu 




a^rhdilini 


W OrvU! Will in 


«Hlt. PUe SlrrrL 




Pfinijnd. i-.rr-*,--- "Tlla 




HATd U(Hp* 


Dab. Ceh«*i 


i Mi Sjn»ofrs:.t StrtUt 




trii, Pcnciaylvtciia 




5, P. 5.C. T.R.E. H 


Uirliarl f-nr.ili.,: 


Jfl Harm t"r**l 




HjjioWer, Pcmnaylraaia 1 7 1 i B 




V-1T Id Widn C-H, irill 


Steven ftyatfo A 


(A5D Deacon Stfon 


■hfe VuUllUn* 


FiMaLniT<J.h h PMIJ. 1H21I 




lni^i'Sj.Uo-ml J"«-d*i>llDn g] 


Sk*H DWGM 


Wlf £4rrlinEj 




J PI Spring 




fcTilVern, F*nn*yLvafHa IV3S-5 




ill Army af ►>• mtiy-LViM* 


rannuM Greinivosfl 


Rax ?HG, RD2 




<iiyrf, r>api«iiyluj.nLJ ISAAC 




X C*rpa CcAI«{lBrj,t» flTfliy 


J;it, Kochha-U 


Ban tl-1111 UST 




rvimnh.*, st 6. ;a?o* 




Fnrraat'a Calvary 


William £l«(bj 


11*$ HL*< s f lr [d Circlt 




Ut.it tan aa at. Ttununit 37412 


|n>P«(i«l M*h]iYiu# irffiiuci-i 


M*rl« C«m4*L 


i^oo m. ■_...■. ,.■:,- i -,.-,.,.- 




Ijarj-ed l.jis. Tenae* Be r 




hhat - DortaJ 


Mii. H*Jay 


£261 W, truing Blwn, 




*j>l FTvira, TBrtH»**ii ;SOi»Q 




n#d LUuu 


bill Slum 


Bo. iJ» 




rndarie^AyrfS V*. mai 




OKW 


Ru-Lcn J. Smyrna 


101 FJ h JktiHLGIirBiel 




Pho*hu», VnriUvii* &S<S 




ii~n;.,». Sqyftd 


Kttd ftanrfatl 


J3IJ4 fttf, w 




Aldei-wocd Minoi. 




w»>hifl(iofl '?hDJ& 




EtVMltM 


E4.BUck.OTin 


52Ui . ^Znd 




r~v*ritt, W»*h. ^3i02 




F»tl/lc ;:.-r : l..r. ; War bmei 


L'-ju^Lah BayerEcin 


AaKK!i«(i4«tPfJWWGA» 




tfn&W. 5duI1»ei. 




Sfloiii*. w.,=h^ i - W :, miii 




Blitz Oracha'a 




^40(1 r-f A4rln 5ir«*i 




fccLlwiLiEiiE, Wirniiiln 





3-.-r.i-i; r LcitBF 



Spectra II Wtwi 1*11*1 



nmiwiii 



■[it Star* II Bbi 






Rapid adi-aneeimtnl iioee hi arc relalirvir new. Alio oue apae.La.1 
■*t7iiiminj CD-naulLii'ticn aervic* offered by all !.i. I. ■. .:.-.i. -.-i.-. .ii. .. : 
ta p^boTflLnpt* tntrnhf Ta,4|H-nj with **■ -w-p *rbl eirci » miHUfv- 
irulm-ii) rniJJiiiL. to *Lt irttirilrt'i. 

Chillanga; Um i'h.1.'. playara pla.y •Jtc»U«atlv: inc aocLaJ =iiiy/nirni, 
l«r if you ara int^iairad u, mLlMvy hiainry. you cm J'-i" 
W* J»*l (ti*( «U? *lub gilln LHa Mlitftilt e( prMJCllPg I'a nsamban 
Whin o-fiponanla (it mariy J* rbey want) 4«3 ilnHiltanraaaly pmviJei 
J,' mr'ri for i>la mllkT^ry *pfiltc*rl-nn» nf nnr mnnlirn 
fmill ttta>, rJrtbnrity *Hr,afptl*r*. I» jSi^», >U! prenaiir-Ea., nmc 



pWof » 



, I - 



ll 



Tftli Slyfc ft^O J« »i* tfialli:* in ll»P Ma majmrirv n 

alaa fljva* ui i rHiinrp rn tort) Lhn hew a u,J aSliil itu.1 jl> «-ok' ttw i#rn«i 

wt..T v» ho¥h ' T=BM fimi wn iiukc It io re hava two ectn,nt*n4 Jf=veli 
a ■•"•■'• h' r -■■ iitiv.sicrr All 



u<l ikllli. Cut 
• iiaLLruin nl I nil 



Ef(»i LcMtu. a ltlln*«l rfcpkiiil »fJhSI» Lai*d ^n cnmOai axpirl- 
mm.B. L*niM*i»ii iLbbonib -urdnJa, aRdl lit I tWlj-TIl JL HhUVtiM 

Ki^K 1. rt.()iand pentiari*- uujr ilut jaiftr- "Th* S^COT^l Wo^ld 
«7»» Europe" luhl^h haa aLiroit 1-QOB n«t Un1ln off all Ljrpca. 
faCMX B*V»ai t «|r to ? « ■ at W^rlrt Wit tl Hi n,or f n q- M n,. n i 



TL«rr.u*rihip la Cifhr "wfja* 1 or 
iiiiLn. Wa du l.ii^rvi-r lliah-Lk 



Hnifiml RiJinj S ¥ aiHm. *■ in iinl 

ng) luaTB^Tiea. Wa Fin rujf fnrr* n 

Lika PPM We du duL lliiiuulL Iiiue: 

lIlJ.. ivllhlu Ika f#dt laclLiii L( llicy k dtairc. 

Wa ara majnlj a iialtuiuil mard. unit for it a ata.1? nJ PannaytMnlfw 

ffa Iry t» prem*K w*r|tiTiiii[ hy aiif ■n^p^ri Pi »ueJ* aronpp n y, A W, 

Ht»ob rteil ifi-Jiaddh -vL[h l>.r SAUEh In ciaT(icala.T >nd South CtrallAB in 
gan^ral A cloi* tnli rracarnlty al U5A hrrnhr-T» 

n> feFt Ihal bdjt club r,ff»r "n oan*f| la cif<. 

,\ MaitUFB ■ .ii i .j. ;..i 

Du ;Vuihii n llui pLtaLLtr 

C. Pulitkal frigiLMiiiuiin 
Pl*V t>y inm.ll iinirlinn A peraon flayi *i rpiiinv- g*m*« 
aa lie dWjttr**. Wi- fj-y ■> aU-ivi mm rr* dittTM M cj mr 
mattrtarfM. 
" * Hilar irvd «K]rti: 
urniLi.-.ir a t*j*ia. 
lahf in »riybfl4y, 

T-..i<rii.ii>.t"iii: trdt*Btn .ji'. ; e i cLubt ,i"J a4(iu»p =jii i »-| v r n , 
GiTTir [Imigr.rjn jfluuijel. ihiI new meujlfcia tcii aJfjun: Id 
LiL|lL -"1.1.1 !■..!■ .i... t-.iu-.ru 

A hljhly or gj.nl aril Ktimrnjini «i»(f, njTlonvtrla mamtwrifclpi,. i >'■"-.. 

iNtl ea» B»apcKia1« nc ■-. ajtcclleni miriirm-rt, ,twi ihhijwiuI irrponmn. 



C E>nnp*rl titfn wlln altivr rtnlis mit ■ kp^F i«t Mi,k>T tula Cui 

Tn.iflt-lW.rh 101 flOT rlnlj Fr*r • prll" antl p-n-mriilnn. 



...I Tun™. 



ri!l*CidHn#-a» *nrl an InraJ I ar reval a una j phe rn n* hlj[b qlullly 
war-gJ.TTHnB. 

VmtLng tr,* -Jj-riouj UntiUBJ ol *»r(aiiJi.ftji in the Facilit Northumai. ituo 
B (rQUp da^iiad in tha impr 9 ™nnr| oi la areirn blj JitjujIi the V H| E ^f 
U urn a mania "it -. ya^rty nanv*fltiA<t. 

I'jMimnij nao> LarHrj H ma iJlraa, bring »bl» n lirip inuem n#ui (imii. 
ariLra ■ni" , ]jm. (-nrt ■no-ar :i ih*r n^ieniiii. 



THE GENERAL 

Perhaps the rnost affluent of all war- 
game magazines is Strategy (* Tactics 
(see illustration) now available both 
direct mail and over the hobby store 
counters. Write for their colorful bro- 
chure: Box 11-187, Dept. G, Loudon- 
ville, New York 1Z211. 




I 



An excellent organizational directive 
has been secreted to our offices. It 
lists, in great detail, the Organizational 
Chart of the Spartan Wargamers. It 
lists affiliate clubs, plans, and guide 
lines for the creation and sustaining of 
a wargame organization. Far too 
lengthy to be reprinted here, we sug- 
gest the next best thing: write toSpartan 
Wargamers, 5820 John Avenue, Long 
Beach, Calif. 90805 - ask for Directive 
No. -I-C-1£81. 

The box cover design for Jutland is 
a reproduction from an oil painting by 
Colonel Donald L. Dickson, now editor 
of Leatherneck Magazine and member 
of Avalon Hill's technical advisory staff. 
His painting is Df the German Battle 
Cruiser Von der Tann. 



The Infiltrator's Report 



Sugar-coated education: James R, 
McLaughlin, an instructor at the Paul 
K. Cousino Senior High, Warren, 
Michigan, informs us that BLITZKRIEG 
has been integrated into their U. S. 
History course. We don't claim that 
transferring to this 3chool will teach 
yoii any more history, but you'll have 
a heckuva lot more fun learning it. 

The Courier, official news organ of 
Red Lions, has crossed into our pos- 
session. Vol. 1, No, 5, reports, and 
speculates, at length on the internal 
civil war befallen Aggressor Hbmeland. 
Aggressor Homeland has split into two 
factions: The Loyalists, headed by the 
Gervol-Libby-Rancourt faction, versus 
the Reformists under the Sullivan-Hall - 
Kruger leadership. With so many sub- 
factions aligning and re-aligning them- 
selves it could be a long civil war. To 
keep abreast of these events, and Others, 
inquire at the Red Lions stronghold: 
Box 547, Fredericksburg, Va.' 22401. 



For the dedicated historians, among 
the many interesting articles of The 
Stormtroaper is the Shiloh Order of 
Battle for the Union side. (October is- 
sue). And coming up in the January is- 
sue of this magazine will be the beginning 
of a series on the command structure, 
set-up, organizational methods, etc. , 
of Aggressor Homeland. . . probably the 
largest wargame club in the country, 

Congrats to artist Richard Blaes for 
his satirical cartoons that tone-up 
November's up-tight edition, available 
from John Rancour t, Room 316 Aroo stock 
Hall, University of Maine, Orono, Maine 

If you arc interested in sports gam- 
ing in addition to wargamitig, Panzer- 
faust has goodies for you. Write: Box 
^80, RD #2, Sayre, Penna. 

The Tank, emanating from the halls 
of higher learning at Cambridge, Mass - 
4371 Burton House, 420 Memorial Dr., 
to be exact, continues its articulate ex- 
poses of just about everything -wargam- 
ing. Of particular interest in their 
October issue was an article entitled, 
"How to Get the Blood and Thunder of 
WWII Without the Thud and Blunder of 
WWI." Nice. 



Hats off to James Misch for his Vol. 
4, No. 3 article "Tournament Bismarck," 
which was voted best article by sub- 
scribers. Others receiving $5.00 gift 
certificates for outstanding articles in 
this issue were; Gary Zintgraff, "The 
Best Invasion Area -- D-Day;" Mark 
Weitz for "Stop Glorifying the Nazis;" 
James C. Eschweiler for "The Indirect 
Approach;" and Jared JohnBQn for 
"Mastery of Midway. " 

But in Vol. 4, No. 4, a close race 
for kudos developed with Michael W. 
Leach's, "Vary Your Play" edgeing 
Captain Frankiewicz and Myron Brund- 
age's "Principles of War" article for 
top honors. Others receiving the gift 
certificates were: Eric Shimer, "Blitz- 
krieg for the Depraved; " Geoff Bur kman, 
"Gettysburg Expanded;" and JimArnold, 
"Morale in Waterloo. " 

"Our man" aboard the Coral Sea re- 
ports their virtual "destruction of Hai- 
phong's communications with the world." 
Having earned a respite from this ac- 
tion, seaman Brian Babcock and ship- 
mates have returned to the more excit- 
ing business at hand - AH gaming, what 
else? 



OPPONENTS WANTED 

Comwuttr War dailies. New War land 
r^r'jGameafiprrat^dbyHn IBM computer. 
Write lor ripf-tiLs. iLiehard F. Ijooima, 

S.U.f.U. Hojc HaiiJ^. '1 n,;^p. ArJ7 H.nTlJO 
Vl.:l ..;■>: : .- ■ -. I _■= ■'.:::'■ ■:. '|..i .-'.liLE,. BUlg£. 

f?ats *o face in ait AH games. Any national 
rules, your clioics. Rematch if desired. Send 
l'm '"■;■_•-• !■] HicluHi Sic ho by lil Illinois 
Jacksonville, Ark. 72076. Ail .tetters an*- 
swrrwl 1st Lt. 

The Marauders CSC57 iwrnjiuj* eta K^ 
formed AftgrwKor Homeland led by Brum 
StJlUvfcji Sod Jrif>n HaLII Th-p Marauders 
USCS? offer live opprmenL-i fnr wrrWy play 

in Orange County. Matr Kfeffeert, si J Hilda 

*i- Arii>ji..-iin. California ^28|i&. 
Join {{*£? Lion* (soon totalled Huldland.p 
tuid thaws* your branch erf servicyj Army, 
Knvy op Air Force. Beetime pan of a ffwfl- 
iRcd wtirgn-iiH! club. Write Dan Evans 3405 
W^tj-he sm- Hjil-H^iiflfl, Ca lEf. 93-30&. 
All thu&s rt'iahinE to join Aggressor cuniacL 
Usvj.-I i vt'-T!'.' 1 ! '& Si i .nli i .v.>.Hl ,Vv-"., 1;<j>^, 
Calif SJ9.S7 Alan eJfjwKT. PBM ftjiporpnTj; 
wanted in Waterloo and Bulgp, OaVr Hxth- 
imins P.O. Bo* 60S !iig Near Oily, Calif. 

gglj. Ljjim 

i.lri T'-'i'if.''|.r :?:.-! iiow n*=i 3 Int.* I of tpn 
toaaPhtf in eifthl states. Want to know nm 
QtHPtic this up and coming wargaiiie [dub? 
Per Tottnttopf SS, 054 Kirtlwake Lars, 
Chnln VtHfjL, Ca lif. saMl, (4l!0-01fr7) 
w bnu-tl Xam-f'S srui Addreiaei of Adherent* 
of Shogi or Jtatnave Chess Contact MLkn 
Piatt TfiJ 1*\nia Vf.»Efl Street El Segundn 

f ';i|ifni ni;i Afs*i th" ^mr IVirjfi'i ArlhiTfTlt.'S. 
roriiilr: tliiao.nbanal I'vVtZci Cortdiimn- 
¥S.lifl and Hair FosJag* Will trade fa* 
Stalingrad Also interested in facrt-h^face 
urtvr*9quad game club in my area for tans. 
UNI KoiT. 10-19 Sapphire Drive, Endno, 

t.'ulif 7M :"j!«ll. 

Ajijiuiiv out tlnk-iv in wiM>pnritMX land have. 
uIlL uujjki; of Oh General you want Lb tell, 
Especially want Vol, 1 Ne*, 1. 4. Will pay 
up to Bl.ii& contact Jim Knapu fi'SP-U White 

Ayemie Lonp, Rpaf h CTaJjf^ MBB&- 

WareTiiriinE World : The R*f omned Afgres- 
.:■.'*■ }t"ii.-lii[]ii liinl r .J i.i h n Hall and Bruce 
SiLlhvati is tin? tnif Ag'gTwamr. Thj? trlnh 
dwHAn't ctaim t^rriiorv. uc&racd A^wea^ 
soj', fair and liuH«iL, EV^tei Svlhy 3604 Tar- 
wgBJ Avgtejg. togfl Pp^lIi, Calif, i'upftS. 
Jiilti Hit stlJ-JLBw A^^ivicnii-. J-'laj- tor i\.m 
in orxiiniiEvtt s-.'rittf nu cluldit-h ^vsn> uf 
tiberatimi. All land h f rv*'d t Play in friend- 
ship, not haired Write: Bruce SuJlivan t 
7&TA Kl TJf>i*dn Plana, l*mt Reai-.h. DbU£ 

tlhHllK 

Aduk AH jriitijujv wiinicd U )tlay Africa 
KfifpL r*-TJny, Blithe, Ftht^krifg, TMttH, 
Waterloo-, trttty*bur(f r IJiKmarch. othtii. No 
Bi>u*LiiH|, jfcl Br:iKKiii^.. Fhltj to fact urf 
ftrfwi will play atniwt sny variatioa. £k>b 
Ktfizjvc. tliV? ■!. . i l-f! ijQj !■''> All' s Oo 1l {'■.■!■ ni;!^ 
If anj'uny .:i Ltiu r'-Lin Juki? vs Co* uutu« uryi 
wishes in jilaj? any AH waj^me law-Ui- 
face, or foftii a command ktirr, ffftorie 
HtFli-^811 or writf Ned Zumrlro 15&H1 
Qgnnw Prtv^ l^tiaN-ut, l-l!-V:-i-.!.l :--.v!^^ . 
Ait inert Any VifiigaHietii in the Santa 
Manjea arfa 1 Pleajw wrili- nip. T *ould fllft> 
like [*> IMJ,M. UJitikii*g with all optiOHfttft 
'.■.-lo'I'I j- i if:»-;.j- mid MlHKhw, Drvw Slnlth 
15152 Kirg£|ttirt Drivi?, Matilm, Califorjiin, 
00^65. ^__,^_^^_ 

JML liL4S (ii.l.hi|l\H'- - fl i'> .lil>.--il. "T ntLKf^cciU 

SPARTA. Mark DunitlifF t.'WA hat JBin^l 
the League. If you want honesty why tWH 

join alBfl. Ru3aeLl P'&wel] f dB^O John Ave., 
Mrnrth [j>ng J'ii-.wti r'.aJiffvrnia ?INfiUi>. 
For £ak-: WaKHftflJ PcI'Tm; 1 ! ■■■-■r-nl! rn in-. 
irinyWI (in™. Efawjn for selling: want to buy 
Ltulgc, $bMb; 1 wdl jj^y p«st.agv. I vnl! (WJ 
QiiJiutiliirKi-ilJi*. Will ulav iu+iwi-soii giiiues. 
H.JKiL'rFaliiiur 3i7"9. Bsa^tu Dr. Ajjt. 1^4, 
|',.|.-'. Wr.J,-..: F.ti.^'C:!, Cn\\( riTT-Wll. 
AlLi-jHiun! Tin- Atftfr-.-Mur Aunj uf Calif. 
Claris coinploLy LonLfol uf Calif, AnyiMtv 
wishing • ■-■ CTiptiat ua contact mc. Alsu an> 
utit wishing to juin ua fl>ntacL me. DEivid 
fhlwlnh \i'A fkititliwftDil Avr-. Rraa Calif. 

^JS-S7. ' 

Why remain an unknown t'luh':' J din a 
Liaul*ti^f t"!ub in youi* 3i"*3 n or atart r>ne of 
your own. Jimt writs lit-rt fur aB u«tails 
John Vall^iwipi, 5f> Ilvu rgladu Diivii. Salt 
Kranoir^-' Cnlif'>rntti; 1i-IU>a. 

PHM : Wat-rlHM, f^grad, D-Day, AK. War- 
Kumtre LnLvrvib^d in joining d*i" Leib- 
^tandELiio shAiild write mo tor information 
regui'iiinv "the nu«t cxeitint warffamiiig 
in Ihf Vwt." tlr-rrk Bom Onetatpiipperi' 
fiihr*i- Lc-jbitandaiit- 3.^ SflnfJ 1>ildwal*r 

5BO8 SLO. f';a;r *ttiim 

GhaneelioETOlla |7. hex SrtWrtratt| W; All 
oimitow. All assellsid eftnditoja. Jf nion^y 
qrrrras afn:i h Item said, will return monfly, 

A. J. MiiCrli, 0J3C L^^chv;iit Drive. rVaioE 

V'p>'rif? f-Vpir.S!i!ii, {'.Hilifti miu flf^?! 

Anyom- imw'rfU'fl in inlnLaiure wiircuming. 
Diplomacy or AH, Fats- to FfoSe in lilt LA - 
Whinicr Bffti fir rUM W.ir^rlfkk get to el 
dMtVi- or writr! Fhune OS B-1W1 c>ntart 
^Kjuo»rtSjaTB«]ajall Whiitier, Calif. 

til ni»5. , 

S«,.,| h i| i|_h mi k n » -^ "i '''iIil riii'ii [in-fifr f are tn 

fun i>ui rt ill uw pbm i fta^e*ewoi!**Wwr 

r.:i1- l'iihwi <."iart HuKiin^- ^1-liiLO iar« 
S-fi'.nh Vn,ltg'i. r^-nvt-r ['»b. ^i^^t agf 16. 
Tin- lih SS f\ui2*>- Afibv rwtJgnMfs ibe 
nuHtrallty of the Spartan mtfgKntRFt, Kt- 
wnt vkuirica LttoJufc thf A^grf*sor Shuck 
Aisir (Mairn'), WfA (MilmJh anil the £rd 
Ai-inv, SPLCTFfh;! tVnna j Cobr Npw Enp- 
Jaiiil. atli Sa Rav Cl.wk, E&6 l^mmt ltd. 

Lit--.! Ejfii'u"'>nl. f'-inii. ____^^_^ 

r..!,!.. i-.ii.ini-J ii.ini.ii- up" iri^TiiVikmF U>v 
N . E. ^jllegtsi u i th elie^s team or A 1 1 ptnyf r*. 
If voy want a ftllow AH playtir at volu- 

collcet eonmttl Alan Lasrcr, Whalshcad 

RoaO, Cnl^ F rrry, roiin. flEi33fi ■0 6J-7JJ&1. 
T.hr Agere£Sfir~Ehwk Annv b^ ww] A 
lUDiHiw ha? hct-n ltfpt, Tno 1th SS Panmr 
AriTjj- ru|p« N*?w Kngland. LSbby retreat;; 
ttr Maryland. Run, l.iihby,. Ron. And Abb beat 
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goes u|L, A.i\tu LaKwi, Wlml^liL-ad Road, 

Cjdut: PtTrv. C'Jim. _ 

Id: ?i? nrnii'.:i i:i:.- t' 3 : i :■ :-^r'J i ^- " _i r i v .- JvTvi [j^ ' Cntu 
tuoblK omr 3d iwk^ ulil flt^i issue only 

(oOfi Includes Tht- ftatwy and gone of the 

Poll Eh CanipEiign. Mnrtiftmen.tft priBct and 

ai.iatuf(nii*CLjn<jL]eAi&. Bu) 1 *'^ anil jpponcnts 
\\ .-.-,. i .w M4 i..i;i-n, f.{.» :t!^i. T,-;„.K i...i- 

twpt, H^iTFunl, Qmn. UtttOfi. 

Rejoire 'R^fiii'mcri Ap^i'p^™^. Thr Aggrt^- 
!»r Shock Anuy ha* oeirn defeated Tn* 4th 

S3 Paiui-r Aluiy ';■:■.•]■, j.[\ ijl i r»L-of ^uVuO 

gaiijtii. LHibv ti/iit four uf the gnme^. Ourv 
DelaHo. t SS PniBcr Cerpa, UP Adelaide 
Sl>. Htirtf»riL Conn. Ofillj. 

Nntt' Jhul tlie A>;pi^si:ir ^urk Arnny hfl3 

be*u defeated bv the 1th 3S Panzei Anny, 
aVfK} t-kil.1 in Sew England 3i*i Uriru dt- 
featf>d by ua. if there l^ anyone wh& bar 
bttn oniitted, write fUHfc, Rayitiwid v&n 
PifhE', CBmnwipne 111 Colby fitrejs^ 

Hj>]ifirrd Cnnn. -IXlHul. 

Ko.r Salt: ..i-.r'.ii'd . ! r- , . i M.'.jiiiL- -•■ ii?nt In ■:'.- 
Hbuti eoftditiro. Wrtie Howard Qtirai*, 146 

WhiU 1 Hii..-|i Krl.. \r-Li I '.;ii:i:u i, ■" '■ -Jl I: . 

Are you n :^^>. rs'.- -all: iMir> !■" FJuyou life 
lilit* Clilh«7 !>r> yon Slkr being (m the win- 
ning aide? If SO W!lt« Ted b S :-■ r . - ! i : ■ ! : . 4th 

BeiSi HQ 207 Ra«toiilPK Blvd.. Wlleniflij. 

tgn Dei. ]QS0J for tML 

Tht tLiidef^cvLl -LlIi Jtfi-h ^sill oEKtavEi all 
oppvmrnUi, efinftriallv eh Delawart, live ur 
Pfjil, tti ih^ific pOA&li AK, Stall tigl-ud, 
Blitsitrleg. 0-Du.y, We will be Germans, 
fi thf r, H 1 1 if, A ni>*. Vince Mft'oni, 7 1 4 
U M.i.-isji^V- 5 ■'■■■: ■ I . \Viliiiii:L'i i-ii, l.>i.- 1-jh ll s »--. 

l.'i. :-.:iiiv.:-in ::-:;,! |vjiv < '" i f ] j w : ur"f If sotc-n- 
larl Tony I*a1 r I!i:il Addiwm Ttd, South 
Washiijstnn, D. C. gOWft- 
^V,[ifgmniiog iHPrfc? hit Iming hifl^ monthly 
in l-Tf,>Hfta Tor mfomialion writ* Tenth 
l^gion r P.O. BeA J002 Hdbuurij* Florida 

agBHi. 

li-eichswe litdt'i \\c-liiiiLdeJit uwib. QipU |[ji?ji]- 

tsrs. High eanUnaj [K*iti'.uia opnu OOotiiiS. 
fflr fuitht>i- LlMDiic; Carlos Pare* 3181 SW 
85 Aw. Mloioj Florida oHlofi. 
■V.'l^uTik, I L-s». j: n.t i in- .Mi-itii.riu' VVTTl j'-!:i.' 
1". '.,• i. tJuEivfljUr^. Ulila, !ii,d .iLiLliiinJ. i'l-r- 
fer Jutland. Will br-ijcrman brtattat British 
don't dfi^ivf* my fliinprinr* I^^LdfU-a'pi-i « TC>iTy 
.1. 'l"hr,rtijfiOTi H jfllM Urant Blvd., hi: Undo, 
Flfl. 33904, Plum. -jft3,ft»&2. 
The Rpvpngrrfl hfivp hi^n ino'i-tniriitefl into 
the IMb as the ItevCTigvi LA'gion, Plvait 
cemtirue ta addinaft n^uratt tu 413 f_\ilorudo 
Ave. Aunu'u iilirvni^ 60906. We play CuadaJ. 
garaL Afriha Kf: j e t- »!i . i l j i.: '. !■■,■ .,.;,: _ 
I ^'ill Jjgut fji Di.Min III: I listvu not lud 
much exporiunee but will tight fljiywiiy. 
Dun't be chick? n ! Conic nut and fight, Thew 
mii:;t hi nt h-jrij-.l.OFij; AH player. Kirk Walder 

■v. i;l m-ti^haw -Sr __^^ 

Sievent! Aakins ariidl Si-niut' Uecui-ion .trf-iirge 
Shindrl dcsiir t<i confront upponenti m 

Watertoe, ^k, tX^tws square, Stalin- 

ei 3d. Taetiw fl BiiIk^, Guvidaltanal, tVDay, 
J inland, pbm, or in perm. Contuct Steven 
Atkins (38 Snn&ci DjW* EdwordsviUf 
llUpola 6Sttt& . 

RJirSh" totm.'? Try"S trad (Kusciltin] Bulge 
(US) AK (1 am InmBh) r.r Eytball to Eye- 
bull anv nthr-i-a TlXe N*THe i* Da^d MilligaA 
i!71o Onrrison EvansEon 111. G0201. Gioicn 
if jft^jB ^iid uptiuiiiJ i ulf.s if ajty, 

B h L, h^rp fur K,L, I Rlld Lion* it* inort aggres-- 
sivetiiati aggrwew! Join R,L! Fortruinokte 
inroi'iiiitioii Including cilub niagaaine 
Hounor, club #mt Lntra-cliib toutnanEentS, 
toriLvt IlifhArd Uvk", HLJSS Wealey Ave L , 
E^ai^Li.'K, [|j ■■■!Qi]! Hf^l-tHia^! 
Mxiviifiii i-f^hirpr hr-onjjiit iii'w niai'het. For 
S»te,i?;J IpCI-U^Ker-trwi. I >-] toy, [Jinpntchfr, LJ- 
Bual, and Verdict II. AH ij'i y.t^lk'tit condi- 
tion. For furthiT dtiLailt tsuiiacl Dennis 
Wiggins 320 Ck'iiayn? Dr, GIeiwiew u tlSouih 
&W2S . All kit ei-rt will lie, answered. 
Want AK'oppon&nu, KM* vears uld hnve 
niJ'lwM i-i-il'-riviK'i-. hn hav-:plriyt'd iniiririMl 
Lioity.thiD-p and Tactics 11 will answer lat 
fivc h ft-ill plAV pArh twn trameEi, A. J, Kelly 
Yni*- B <'iM r J":iii-....i^ i'.IQT:;. ____ 

I Jr.il. ;inmrni thia [vitpr. Sec ji]| eJh! Red Li Dili 
ada 7 There ailHl Hp a good reason. Join 
Rpd Lioiifa, * btriuus tlub, wiiit rind -oul for 
vnure*)F. Write: Brnee Ofldtn, 814 Fore&L 
Hill Rd, I,jil;- K..tvf--.. Ill, ^m.]^, 
1 would Lik^ i"o hmi; lli .i 1 .|j-,.nt'!it in Blitr, 
PBM, but would Hk* to play llie bimif game 
in honepnf gaining shuiw esjwrienee, Rudnej' 
Keott ft-n 4th Stitfct Fort Wayne Indiana 

■yam 

The [jfljvrai £taff announces the wmuletc 
iiriirganizahfiin of the Ciprirjari High Com- 
maod (if rhp Gnat Lxkw, CTunmind posl- 
tii'iii still onnJ Jinn the tn^i Axis club 
in the F.S.! 0, Mankilln- Rjh. HflW,, 
VineenriM University, Vincenne*, indiima 

iihiii. 

I hereby wwpt cnitujijid f-i l^ili Fli.^-i, 
BOLD LAND nsvy, and urge ail true war- 
gsn»P« to join HOLDLAXDand witntsa the 
final ^MfpHt ol" Aggri'jwnr. Oiiitact Itobert 
Dahms, 124G St*VttOOJt» J'"riley Hall, t&tL, 
Ames, lawa &0010. 

Join HfilHUnrt (ronn;illy '['Led. Lions 1, thi? 
club vith ll'it e-Wli gatins 1 . Units *jf August 
Top) Jflwwt, Cornell CtilieL^d, ML Vwrrmn. 
Imva 5231-1. ________^_, 

All '.in«iJI"Fl!.* HIT'-Ll U'd ttie ^'lll Ittf l^A. ti* 7 

The AgreEisor Annira nwda <junoiu>nUs \& 
jlliiV. 1'iSM i- Aco-iJK'd l!.■.M^'^.■;J'l^■ in fShl/. 
Hulp^f and Midway Write Lewis Henrtenvon 
ynu ^mh ii^d I 'arsons Kansaji 6 71167. 
Face-ict-facfl oj i over thT telephone in 
Wichita* 'Th*wq«iat bpaompone. Agfr«aor 
fcEnmcfonri is b?*t in thip midwest. Apply 
today! CapL Hal Geor^t 1 , Cindl'. IStb AAA 
Brigadp, 1403 N. Vassar, Wicliita, Kun^aE. 

6J2"S, 

]ni. , .\r.'"ri'.Ti. , i i i !■..... [7m -.s ■ «■. i j ,. 1 . Ku- I l> PEM 
PlitB. W(inld isrefer another Njvivg., Write 
to Stephen Mieres, 416 Center St., Berea, 

Kv. 4UJH) 3 

tipjviLcrLi* nMdad for PBM Bliti or D^Dtvy 
fm'L' to Qpu. Cftli B66WM9S! w mJte Chris 
Phi«J]up, 802Z Neinhuui* Ave., DaltJ. Md 
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vY argjj) ivr* I Dfui't I'vc&giihh' tlie Hall 
Rvgiinef T/iv Aggnasor HoEiit'larnl bt^Jiilb 
united behind its true Jcnclerc; Llhby, Ger- 
v«l, fUneoitK, We arc n«w rtamiiiturii]^ tu 
hi?eve(i tvtter ttian before Join now 1 &rmfi 
Libby, Fkld Marshal. 

Hijcn tter Kalaer! The crac k Maryland Divi- 
.*ion of the WAX A. is rwruiting for the 
Spring Liinipai^us., East. Coast wai gainers 
rally Ld UK Wj-j.(« Fiwtd; Qumonunw W, P, 
Ctuthrte ai3() Laurel A^-t., Chev^rlv, Marv- 
l andjUl-.^. Hwhi 

T\vi>niari'unii\ w^il-:- "■.■ u-.' l?ui".le ^iili oi" 
tnoot apybody. Bulgt, Bllu:, Guadal., and 
Stnlingi'jnl, Germans, Blue, cither, tiiid Rua- 

HLflttfi f>n f l n|irr*-"H(?!- or chRll?ng4? In TmTI 

L^u-]»n?i:-;ir,uu Madiw/i !at. Hvattsvilfe, Md.. 

au7B?. _^^^^ 

I S*nl tfiffiim .i 35BI J'Vn- pei.ipl« in i'nnei" 
QtWgBB a fid Mo'HtgoLtiery Counties. IS 
fan tfittd up writ* or pWie Joase Jwiurs 
aSS$ €h!iu;vcey Plate lit. Rainier Maryland 

■mvjl: i;s j 2 : i jtF, 

Hi" •■ .l|'j'.r. !,...;> ■-. ,L,il.-il, S.i 1 1- Ml.,lii.l-I : i;d_'..i 

fir Inmuct: Will plav In perjon Stalinfirad, 
Pro Quarterback, etc. In Cambridge or 
Frarr.Tn^han* ma. Writ*-: JhitiIp M^Cann 
! I Thompson- Street Fraud nghzii], IpUHfi. 
rjlTOl. All liftjtrifs ti&wvnai 
r)iiiA*A-r l''Lih'>M- pSjBI *>f»-J>h l^S ean 
firon ri<?ad! Tod, versiandert Sic? My little 
W mra a cM says yon are liar»t Vou ar* not 
in urtdtabubed rammjl Dei - FulirL+r, Kan 

Ho-.vu-t. IJT l^tuif]- S-:. li.r.yn/r, M;l.-:--- 01 'J It), 

ll ilv^r W.-lll 'l\-JLJM_j,l. U.L.". A, r|-L.:.<.1jls OILl! 

t:ii.!Ji; ; -" Tri- II ^'"jTb i Ulac-b i-'viii^ii (.'■■■rp;') 
of the WCA is a UHUd drdl Ta* WCA U 
hrnking for pminl Ml'Ti. Tanl Mirrhf-ll, US 

^flr^h Ayr. \^h r k. , .l.i--. I117I-.-I 

Wanted: F-ii'.'tr. J>'-'-;'p"r"-ii 1 . >f £ jr 13 year 
fi!d At'i!, ("Irripral in (feniraJ Mass art*. Will 

ilfty in A-Korps S-Uiad and Blitz eontact ! 

ttafe Kmiie Bo^ Sfi >?^w ErHinLrt* T Mai*,. 

tH/j^l jjliijin* inuurMH- a*3.7-32« :. 

WANTFili . I it ['it-i-Mi'Ci ijiiposiLiijji I fiat-tear. 
I grtfer Coufn>BJt3tiun, Blilakrit-y, IBM. 
Jiitlund. 1 am lfit-olaes %cmv dcsljfner with. 
m&nv e» tll[ ^ & vflriflUoris, Wnte/Cull 
Arnold Hendrick HI Crtlr- Ttd, Wfly^nd, 
Maw dl77S G17^J5H-S937. 



s 



Selling IT-Baat and Rlstniu'k tor $4,011 Cfifih. 
Have h'i-n nlaypfl ft** in*--- AWi iw.i 
Lemons S. l i.o0. Want to bay Sigrnd and 

K-.dj{f. I'll |mi- hull L«j<it4Ki'. Mikn' f'.JHh-1-J, 

l'HiSOrhjiff, Ann Ai'-Nt. .MUrli, 4S103-, 

UlVdV- l-'lf.'SI* i<l\i-l tin; V'.ll "hIvU i::--s K-^'i^ 

PtiiBlpher RR* 3 Bob IBS Battle Creefe, 

L'lCur puK.-huiLi^ thu tuiiliil 3 .Miclii^i«i as 
a jH H elude to the annexation <if the Midwest, 
WIH PBM AK, Bnlcc Tactic IL Watprbu, 
Anv dfeptittB M my pluim flhoutrt ho iniulrd 
to Ultor ^Wl'" Th.iPi^iri Vll. t leti n-nii Wieh. 
A:ii : : H'jirtHi]iiJ I'd- lalii"' li?|i w:.i-p!irneK; in 
lower Michigan. Northern Indiana and Il- 
linois. Any new warganwrs in hfttAma«w> 
wi-vii oluwitvoiilmct lbv ai 1 always weJcome 
new opponents R2 Plainwull Mieh liH^-i) 

'..lyiMinen^ w iuiWi( in 5W! Midi. in% Steve 
Lange 4326 Wflshlnctor Ave. St. Jowph 
Mieh. 400S5 nil i3B-5715 I piny most 

f ame* 
or hi hi: U-ritiri:, Taulkt JI, Gettsblirc oil 
frn>d crj-ncji rn-.n W.fK), Bisitiark (vei^ piMjili 
4. mi. Will plavrnr.nl, P&othiiN and D-Day 
FnCL-to-Fie*, A K Ph ni J tff Kgiiz 1 1 S I South 
CoriKrew, Yp^iijoHi, Mief L 4H137 ph. (»MJ 

igji^ k^^^-, 

.luiu ^ ^l-^rtinji psliiiif 'jiul'i. J"il' Affii M^'f.i 1 
Hh in- '.:ii!d EWW and lnjlpstimpoiLteTiiba. like 
thf- Red Lions. Fur detailfi WWW to Ciiarles 
FaugliL 9.!M IVc-et Iowa Ave,, St Paul, Mirm 

^ ■ . i r, . ^_ 

Nothing can stop the victorious mireh of 
A^gn^saor and nothing will. The Homeland 
(fralwajB in need of n**w nietnhem to hol^tJT 
Ae Lfnu^uering nnriies. Join the victorious 
[fiiurvfi CKrff] Write, M.ikw Ctot, Minister of 
Personnel MS W. Hoyt. St Paid. Minn, 

55117. P-r— r 

I jnust ilii.M'lu 1 VV ;ii-iilm.hLhi- n W 1 lisn-^Jj't 
time fur the iM&Tiimsir&iive dtftfes Invonfil 
Fonmer members ; send iUtmpcd. tielfad 
rtrHSfli*ri pnveiripe f«r hftlann 1 .-.f dih'ii and 
sub&criutiun money. }Ay hnttible»t awi lf*gi*>a. 
RiA Kt-wjif.y, SiL-Hjr B"ay M]n» 5i.iC14. 
T.. Ih.- .indi.o-r,rivili-pi-d And frtl-UlkfT M|lth- 

lend of the U.S. where sre its wsrg^HHMl! 
What ate tliej hiding from? E uperiented 
and rarely beaten. Desire Face to Fnce 
opponents, Bill Chijdlck 100 S, Shore Drive 

Lust Bfloyi, Kl, ^ ^Iik. 3^2. 

0|j|jo:ioinii wantt'di Any aee, liny esperi- 
ence. Will Pbm Afiika Korpc, Oufidclpanal, 
Bliu., ANd nvlVfifty T will awrnt ftmt four 
olfare. Jay Hoffman. 4B*1 Ward Parkway, 
Kansas City Ml. fljllg. 

WV1I, H lin* Bisatty !iufj|«^vd. AjQQraaaasF has 
^ulit anil tetry ttn now fi,t[hlin^; tacli ollivi. 

.Join the Red Lions and d^f^at this manace, 
Stephen Marin, r .i Lt. Ccl. Marin, 6050 
Sc ty. Cjp. Bok 635 AFO N.Y. PfllSia. 
.\;.t'-iui"fi nil rln>i! I tin i i|. i'o] trr-:jl]j=: Ar" 
yt-t unexuerieneed but Willi ng to adopt J| team 
apint." I've been phiying AH ganl^^ for A 
von tJut noljodj DEntifoaJJanjOB SIR James 
Aiider^m Hn:«iT:lirT K-Y- ln'?lo. 
hjffMl I in your /?;iv,y- n r, , ] it-ip. iiia^lflg 
Jin-re*. Stum IbflQ in idtiiUfiKble uniform 
uliwlk' viulii avuilabte in two s^iifes an J Lwu 
tlitTercnt wilora. Write A. de Is Parra fltSO 
E Trruioiit Avenue Bronx. NY I[)i62 for 
drtiil.*. Sdf arljrhTlfjfajfl atamped rnve|o(it 



How- wtiulfl joii like ■ 



OPPONENTS WANTED 

draw nil ptqt&fl and past arrangements in 
AH AHRbftL No liai-d fA^lingi, I Iwpfc Niehtl 
2aleakl tl B^llalre Drive Huncinifton New 
York H743 Phone HA l-ljOS. 

In piei':-:D;i : l.'iiiiniuaciv, At. S-ur,id. &t^- 
niarek. rents saint- \>v.\:. WtSa Waterloo. 
Have ear. Allen ScJilll, Siuth Short Vict 
infth, S4 |lnrl>ir Avt-,, Islip, N,Y. h 11751, 
JU l-i&G? Will sell written on oat perfectly 

playabliJ Tat:i.iu>, dirl LJitiap. 

Join ItoMlflnd [Kfri Lions) Miinv r,p]xii1npi- 
ities Utt the Courier, and fiut tlie satisfaL-- 
tivn vt dtKlrthvicjis" ftagnssan EofierastolT 
Ji*l Klein 170-u BothAvMiu-.lainicaN.Y, 

l li:i-L_ 

Ffipj;{ h f AeereeHin', H* j ar and Treinbte! Tlte 
ft r!"t-i.-=: of A cgn ^.-.n- r^-iv,. r,:MiM|ih.-- bliumk-r 
inf mi-fliona nf N.J.P.G.] Anyone elcw wan ta 
dip- young? Artdn?$$ abject fturrend*'!** to 
Moint Paul Ktibia, 41 Herbert Ave,, Ma&;- 

ai^uuaPark. NY. 117G J 2 

S-yrad r Pm Op m^r.',: Supgest<*d pl*.y- 
Balanct: Germans los*- only trvp attack 
factor and'or -I-5-C, Dua'i Irt Geudur fw! 
vr-a: Jih'.L'phlne MnMerniinrted Jena. Naomi 
CinirhvBBPLT - 1~> Earn ai&t Str^t.^cw York, 
Nfw Vfirh tfiiran. 

The Xn r C-nrpt; t^k*t this npjiorLuniEy Lu 
express its regret over thti jiasisinE w J^ 
ai-rh rival A^reasor tfotrrrfarid. KwK'Wienca 
un ynnr jnnrney In that gr^at ^Jirbage Can 
tn the *kv Jr^ Pnlkide 113 Witalun DnVc N 

ttatiy|i>n'N.Y. U7^._ ^^-^^, 

ALii-ntion nl I l-.-r I ^ ri i- iiii"j j Hnrrfrtipii:* fan-s! I 
would like tu develop ^ wargiiue bastd on 
Lht M art i«n &t rira. An vwne Int«r«itvd 7 
Please DOttaDt Bill M- I ,'u:'r>-. 20 '';.-... Drive-, 
N y;tck. Ney York 1 k'l"j Q . 

Kri'.'inij-- -if I'lt l-L i ".-it v.i :■:..■-- {'■:■■■<■. .<\->-J- 

youn&slveF and dii= a vabnsui-: death or run 
and Ik^ marhed a eoward fnr tlic rent of 
eternity. Richard Citti 164 South Centre 
Ave. Koep^-illj Ci-i-iti L L% New Yr.vk MEW. 
PBM &j5Heri5 twp inr AK. 1 prefer 
Allies hut will play both aidea. Write Jesae 
Mill«?i-, 644 \V. Onudajl St. Syracuse N.Y 
1W, AH latere m^tfwl. 
I !lij lin^ Aggri*iiMir iifnri'"- ]■ ."ifrli a friendly 1 com- 
L.il in lHi,l^t i -lir^lingyfld (either). Also in 
fonnatioR, Ua Tutv Anuy, our wMXffiOBKi 
l'lub, 8<tk currdspundeiioe wJLh other *ueJi 

CEllte. Richard Shalvay , Room 2S4, Hall, 

RFI Troy NY, IZISI. 

Uesipinnelv w~-\ !:n.v ; .>; i"jc^ oyfiypunt jn 
Akron Qfiib. Anynnc intcreatee! in forming 
a club in this area contact John CEcciuK 
I6J4 Artmnn rVvemitf, UttWi OhinJd.Tin or 
call Bafi-8996- 

'Alii. II i:.i jr .i'V. ■ J:r ,|. i '.V. :-r r,^-:.!" IDLilM.-r 

it*dehnt the world Kvill holdii.^ Ur^ath. l'-n» 
list now andetaim j' f JUi' spoL Soon clubs will 
adiniru nJid fvar ua, whits' wa iuuyii. Bd\33fj 
Rodger;., Brw-liiw GKOtOfaXa jSjfe, ._ 
1 i^"il] bt- in Ft, Laiideidak-, Fku'idEL April 
2fi ItoeuEh 3by S, If von art- fctajaHM^ 
eoiitact H. M. L^reentfelder, 20 York, Haoit- 

Will m&L' aili^ r [n-iirnr^ii-ii: D-P-tv. r-ernl 
your defensw, No tenia accepted after Feb. 
loth. To arlt: Gcttya.-Hex; U-Da>- f-6-Ou 
fflrh. If s"ld I will refnnri. 'They'r*- brand 
new' GtoFf Bur gin an, 71 "i Mvrtfe, Terrate 

Park, Otipo. 

Jr-"i rh^ WCA. No evwrU'Tire nwded Can 
edme from any state, Von tact Don Bchafer 
1G72 KobiiiiviPOLl Hi-, Utiiontuw ii Ohio. Also 
wanted PBM opponents fin Certnanji for 
■S taUncn id. AK and live opponents 
Afkrcasor declares pt'^ 1 ' lj " fvcrybodj^ 
Wli takt: thfllleiiEep for friendly tmirim- 
rn/ntp^ hut none of thia HH war" jaas. FKim 
now on, everyone eet* a fair deal From 
AKgreSseir, loiin H^tl, E^3H South Louisville, 
Tulsa. Okla. 74114. 

When yini're only second best you havi; to 

try harder. Rtd Liona tries harrfpr. Join us 
and help crufJi A w Piaaptf bentath uur boots. 
T.i j.jin WrLU- k.-.'l I-U.V.-, in J AkdlV* Di., 

Aspit'-inl-t! Kini/r-f Lt-in Dni-iii'ri it mcbilii' 
rfot esmbat n^almit Agttmor HotTieland. 
, i/uitr Akt 
... ,ich,btHtroir^ 
Gcncralkutnant ^ iihebu Eca &61 Eefliic-aire 



J1I K !* 
l-.'rilit: 



EnliaL and treL utrar AET^at^or! Command 



Lilt. 



HtttJotlB still open, Inn ^.Ihjet fi-u?t. Join pic-v.-" 1 



Ii, ji,!Il IJiC t'ftiiL'ol 

lillic rlnh arounit? If n join the Rpd Lion?. 
yuK-k cuntat'i LiiniiJ a|> : iit. L tf!- 7U-> Haipur 
Dri^e Endwull New York i>r<iaU PI S-K108. 
AVe've got mbgt it takes, 
"Waniier FiKhu" Tli-rn j'.-in Llitr ttfJ l*ons 
totlav, the action anny, Tbore'i; always room 
for one more. Write tat aeatija Richard 
ZarariKo 47ial 10& Street. Fluahinfr, Ne**- 

York nfljhB. 

Du.tr to the present aitutation ol alotnierito 
(Fencing; laMltn and sehnolj I must vAlhr 



rN-iv,, >p [„,iih M-^..i^i ai^. 
Rcithniv^hr EJeT U-Vuntsiicht m:-:d;- more 
troopa. R^d Lions, are you all cowards? I'll 
play anjTJjni IT anything. Face-lO-face, any 
aauiL 1 Hum* M-yk, £lii-" Jlhlij..-iiv Driu', it 
Tviiii-. .'Ji;.-... u-j iSjlud L'N.S-IJgo'. 
I'-'iir.^rinl jju-i.-'d^ ii'iinis V"n, l'i li-.-.'-i and 
up, oq vxptij'ieiLce Deeded, A elub fur taav 
i»Boi"s, Lu^ duetr, Fii^t udvaiiEiement, All 
persons enccpted, Send a^e. Equipment have* 
inure infortnatiun or Join 361A Oak Court 
M.v^.,u- .\ \ ii Mont. 

I l[J|n-.riL-:lM li-iilil.r'i fot f[l«!V '.ii liuti' lil AllJL 

A.H. or rrlated wargaoier AJao interested 
in hearing finni nrtyone interested in Dis- 
ea&aing Silil^rv Hi^torv M MiuifliLurei. 
Wrile 117 Wiieef^r Hall, Durlmouth Collie. 
Hanuvc-r. N.H. <I37M. 

Pei^iiutiKoyi'ii.iii li-Liiiti'i] lcl Blit^krlv-Xr Jut- 
Lnd, Midwnv, or BiaimLrck. Also, tend am 
Information nn cliibs in the new Brunswick 
area Stephen Kitzia, 44 Appletrae Dr., 

MntJiwjri r N.J tfJ747. 

'.ViifjT.'iiiL. :■.■: :*'l l . .i--iv. -:■ y-,i] :>(v£Cl--;if /Vjlpcar- 
ance [»f all W'akc iaiand Battle uniti [Land, 
Sea, Air). Also full Mann* order of appear- 

attic (inotnuw fixtj units at Gtada w^o a i 

K*-vin Mu*cviwki 1 IS1 Thomas ^traet Hill- 
sidffN,,!. 117305, 

Aw tliert: any- v. ju v.:n. n : r :.- m S-l. :•! -.:-- 
who wuuld like Lc: piny "Diplomacy" "Cwi' 
fiTintation," Doea anyone have Roger Cor- 
niior's "TrDLfakar" game if so: Write Lewis 

Tiifrpt ^W l^rwii-k^: [■■Ii?.. NJ.n^J"-j. 
,S'V, r ;y r.'t-:i-,-:-d t-luii di ^irt:- P.li.i\f. ijppiu.i.-Mi^ 
Lfl Blits, D-Dav, and E-piarL Will LaHt any 
side. Write Enb Wai-d 274fl Bangs Av?_ 

.V*iHui.f t KJ(i77^. 

V\ Hi^-n'i, i 1 -. ■:>; S7T7 JTTjTy att»niion! The 
4SS ntmr Axurj baa oceupied sa< Unitu 
atnl ijvn our Slatv. Join Lne Red Lions. 
WriLc? to Harnld Covk 2io Hcnn r St. South 
Amboy. N.J. tr3S7&. 



OPPONENTS WANTED 

join tin- (ML w^ are quickly tve^mmij nn* 

of the (Aegean' atuJba i» w United yt*tia pre 
infLuuiatie-n contact Gill Favorite 39*1 East 
;:r>U\ Mnvt Tuli^i '"'klFihoina 7-11^. 
AehciitiL! 1 I'nrli-f^atfd Tot(!!ikiif)f S. 1 ? Knie 
Tigers of the "Mlehtl Wittmann" let Ss 
PflE. Div. Bliukriepin^ Nord nrea. All 
□ther L'ltibs holding S-S rbaniM art unter- 
«(i«i*:i»?i>. Der Tuti?nkLipf SIS nwTov Mfine 
Fhre Hnisst Trent! Krgf Foaf von Opfsfi 
jy.A ]:.!.". Har-rin-.iin Rte K. FalJH Oregiin. 

l'-.-.'.-C l" I" n ' n|.ijP'iiii:n[*i Vf.n-itrtl II) AUfTltiWtl 

nrea for Jutland (Juaduli-wmil Bulge ^ (Jrad 
and A.K, C«ll Cflfl Brennan HSH>887 nr 
13B-Q233 Alfcntown Pit. . i - t — 

ETaiEial! 5 take all comers in Uuad, either 
aide, joint choice of rules nrtulerv aa men- 
tioned in &epL-Oet. Ihsuc of The General, 
oi- write fur detad.^ Uavfrl l.innaay 9gA& 
Fairiiii»Liit Pk^j. E [■!■>. Vn. TGolo 
Anmininein^ 'i-r-t ir.il ioi; T^C.ii.i diM Bl)l,D 
LAND Naval Service aDUUAEJTJ Fj arw 
name for Red Li#ii* wnd will wratinue same 
polieieji toward lyruunk-al Aojirvuor and 
it'a Lachtys to enlist Brian Dorri& 671" 
Huntsman BlvfL ^iinngfieid Vei. ^.21"jU- 
SPECTrfA has bc<?n riwi'iiadiiietl. Ths new 
eiab needa members dcBpcrotciy. We offer 
f-Yjuricjier, a retineri A re^arehed rnnkjjif 
systum, cahipaign, ribbons, medals. an dWrB h 
iiKaLea «f achieve timuL Write: SPECTRk: 
II, Michuel BarnhirL. 321 Bbhd. Hanovur, 

Fa. 17331 

Interested in AH S)xirLs! Then join ISSL! 
PBM AH u;auies -with diSel-eot, actual ttam 
rOBtQBL Writf Carl Thornton, 10242 Wowf* 
worth. #-7. Inglewood Calif, H¥Q| or my- 
self Don ilreflnw^id Box £80. RD2 Sayre. 

I'uniU. tl^di^ Wrtff- now! 

N-.vi,-.- .l.EhIi ji'MiIi. i]rj)rt:-Tii:r"ira. (riiiv aide> in 
AH WflbprlonS-grador Bulge. Prefer Ftof. 
Meter have tm» willing In trj- MUM .liiseph 
Korkoaki 141 Fana^ut Ave. Van-ilfrgrkft 

Rally "round 'l l lie Star? unci Bate Btbal TU* 
X C\ji|». Coiif edeia I l- At'wiv ehaHrriifit-s any 
yanki; to crots the P-oijpariannock {Chan- 
eellofsvj]h"'i. ftu-n d dispatches to- John Rock- 
hn]? Roy (fslffilB University of South Caro- 
lina^ t.ViMimhis, S'mip-. Caraana ^ssitft. 
Fof fflle t-'-fc'iHt $1.<X1 Midway £iT.'00~all~in 
*-Xj'j*i!p-nt rnnrfition Seovf Herrnn lftn Eaat 

Wtll Avp. Jnhnrxin l.iry Th-nn. H7BI1 . 
At.tenlTiinrTrif'iVr-hrii.iu'i:! l:; oji the llcarch. 
'I'flkepart.in the HlilJ.krirg t'iday! Fnrmpjn- 
bersfnp Ltintad: <U\% i'\\*.\ ]1W larkspur 
Drive. Ai-Ur.j-tpj., T,-x:as 7-CtliO. 

Hieks, JEiltprld a Co will play one game of 
Stuliiijjtrad as the FJ&aMU A ^d rTlfL E^^e 
of Gettyflburij as the Union, BtaA first tui-n 
or ptartinp flamm tu Hifks, Hiltpt-ld £ C'j., 
&n CutJilin n, C'-orp ii:: niriati. T^ay. 7S41I. 
Wanted a faet r .>.- ia» oppontinl- I liave D. 
Dny, Jutland, A.K. Stalingrad, and BUt»- 
Iri-ifg Writr Chuck Holtfjway, S700 Ma^nelie 
El Paso TlWV 7HSHJ4 nr call lf>h-6S3ll Pre 
fL'raWy a high sdioo] sttii Vat . Will take: any 

side. 

,,: Wii!i>ri ■i",irr-iii-l'.s»'-r- Vfiiji-inrnL^ for any uf 
tht Avalun Hill war Ranle*. I hiv^ moat of 
them. "Write Dr. A. B. Struai^r, Jt ;]20G 
Bract; HeatlLi-T, HowstPH Tuxas 77035 wca.ll 
PA S-]615 ; P A \>, pK\ -,r_ Mii '■■■i.iin." 

U-ner by trade,"' E Iderlv (23). TacLia II or 
Blitz. PBM Qr fa« to face. Anv ruli*. Will 
eonsiidcr tinn-sundard rules it cxpiaincd- 
tlavid Ij(* AikmAh 44;(n Bikini San Antonio 

Texaa 79218. p ^ 

l-'nr «!>■■ li^infll rUid .lutland jiUit ilkt 5S 
for $5_0(> contact llra/l Taylor. Ill Royal, 

Victuiiii, Tu.\as. 

To jyvnifi any ar'truiiicnt ! fieilt] adflrts* of 
both players - r Jl.oll. Brfpiw by peturn 
Air-Moil suitable h&ttlw muttf for twei- 
ganie aeriea. Syet^m warranted fHoluivof, 
Lain H. MeLeilan. L2. South Road, Wiek, 

Ca.ith.Tira , Ffotland V.K. 

U3ei"iiTivp]ne have colored unit counl«n for 
sale? Aiao, join tt*j|iuni|liii. a top-knoidi 
middle-siii-ri rlnh fls pwMwed in the May 
(rVn/irn/. Wt ntcivin^ tip in th<" world. Write 
Gary Charbonneau. Joe Mn|l: How ^4fi I'lak- 

ion, ya.aaia-1 

Mew rlnh or^ani'in^ for thone HilGPd-flU-d in 
cddi pvti tian within club. Shliiupl command 
positions still open. Wrile fur Auplitiiinl, l 'v 
tffitto; Frank Lewis, 1203 Confederal Av«. 
Riohiiumd. Vb. HJ27. i Bnnl-, Tne. C H<} ' 
WanttoT opponent, in Fa.irfa5, Co. Va. or 

near bv unv) Will plav BQta by o»3> All 

Gel Y 



nitc^ pj*4ifft weafthw. AL<w M-ant Gettyabnr? 
MeT-Grid version. Will pay tAJK). Mark 
N-Nibisd 'y. u *ti Julitl or ^iirm^flfl V'fl. 



Her-<Trirl version. Will pay $4.(10. Mark 
LiJMilaiid 'yy*C Juli-t Sr ^.nriTi^-rjHrl Vft. 

Ihh jVill WiiUt tO l-fTliaill A TlillKlfij ,n If Ml tlie 



Red Lions is nol fnr jt>h. Ue a wmehody! 
Jofa thf: Had Lions. Why don't you? [Tontact 
Ltnfjj Fapuaa Eok 21S Toano, Virginia 

8316S. 

Lli.i yvu wuriL Lo t.iii>w Ivn^' iilmhI Ki'tl LjLine 
really are" Just aak AetjieB^ir how many 
times we've beaten them. If bitemtod, write 
John Vinal, iRfifr fflft. Rt (L WinchfflMr, 
Va. ^*^lt. 

The Hatttai 5f)iiad ftnnouncKS debut! We 
would like Eu form Fro A Egrwsnr Part 
Challi-nKhiH fa Waterloo, Stal-t.J, D-Ll»y, 
AK. B. of Bulge and Gnnd Writ* Kod 
Randall, 231S4 3oth W. Aldenvtidd Mnnor, 

Wfl-sfi. iiSOfSii, All rep lies ane wtired. 

Trie Paclflir Northwoat WarOam^R Asso^ia- 
tion will begi n in January with a new unique 
uyatem for ayi-ow-the-ooarii warganilng 
tlu-ouah utit thf PaeMe ttniihwroL 
Douglas Btfyerlein. S? 1 ^ S.W r , youthem, 

SarttUs Waidi, SiSllg. 

Uenfrsti at Aprysaotv Padiral ^Diatiict. 
Traitor* are tryinft to take ov«r. Write nuw 
lo prevent this. Loyalty will be rewarded. 
Hall and Sullivan, will Ik: dratroyed, Write 
Bill Koyer 76^3 W. B#h P r Wwl AHik Wis. 
53£19. 

The Pruttoriati Guard strikes! We dare 
Aggresaor to defend Minnesota. Aggressor 
arc yon ready? Wc are! We'13 make. 1 bread 
from SA ( ^ad Army) bonra. Rieh&rd Ruhin, 
8SBI1 N, Foint llr ~ MilwauVee, Wis. BSBl?! 



